THE BEST OF TWO YEARS, LYDIA PICKNELL ON PARADIGM & MORE! 


GODS SMITE. 


~ BATTLEGROUND oF THE GODS 


FREE TO PLAY 
SMITEGAME.COM 


From The Editorial Staff 


Hello everyone and welcome to the SMITE Official 
Magazine. If this is your first time reading, a double 
welcome to you! The SMITE Official Magazine Is a 
community project turned Official Hi-Rez product. 

All the content you see here is created by people that 
love the game and are members of the community the 
same as you. As you might have guessed, #24 means 
there are 23 other issues to browse through, and | 
invite you to do so at www.gameonmag.com/smite. 


However, this issue is a little different than usual. 
Being number 24 means we've been going for 
two years now! To celebrate this we've decided 
to take a trip down memory lane and highlight 
some of the best works we've had in this time. 


Because we ve generated so much content over the 
years (can’t believe | can use plural here!) we needed 
to split them up into several categories. What those are 
and which pieces fall within them can be found at the 
start of the 2 Years of SMITE Official Magazine block! 


Of course we have new content as well too! Not only 

do have the continuation of Worlds Collide and another 
Diary of, we also had the chance to talk to Lydia Picknell, 
owner of PARADIGM GG and coach of Avant Garde, and 
Raynday from the YouTube channel Raynday Gaming! 


We also (finally) include the SMITE Mini Podcast, or 
SMINiCast! After a couple of months of getting rid 
of the technical issues we're finally ready to present 
them to you. In the first three 15 minute podcasts 
we talk about Jing Wei, Siege and Multi-Queues. 


So sit back, relax and enjoy this month's 
issue of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 
Managing Director Editor 
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THANKS TO OUR 
pairzon SUPPORTERS 


We are able to continue to pump out these magazines every month thanks to 
our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 
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TEAM SPOTLIGHT: 


LEFTOVERS 


hen you think of SMITE esports, Team 

Whew. is not always the first name 
to come to mind. The Leftovers are a European 
SMITE professional team. The Leftovers were 
formed when veteran professional player Badgah 
left Fnatic and formed his own squad. Badgah 
composed his new roster out of SMITE Pro League 
veterans and new blood. The team jumped into the 
Season 3 qualifiers and made it into the SPL. 

The roster of Team Leftovers consists of 
Badgah in the support role, Cherryo playing 
mid, Jungler as the jungler, Nika in solo 
lane and Arkkyl playing the Hunter role. 

The Team Leftovers captain, Badgah, is probably 
the most notable member of the team. Badgah 


has been competing in Smite esports scene for 
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By Zachary McFarland ~~~ 


years. He went to the SMITE Launch Tournament 
in 2014 on the SK Gaming lineup. He continued 
playing with the same teammates in Seasons 1 
and 2 of SMITE Esports under both the SK Gaming 
and Fnatic organizations. After the second world 
tournament, Badgah decided to leave his teammates 
behind and form his own competitive team. 
Cherryo has also played in the SPL before. 
He entered the pro scene in season 2 playing on 
the Upcoming Stars squad. He then transitioned 
to be the London Conspiracy substitute in the 
Fall. Later on he became the main roster jungler 
for LC, replacing ASoggySandal.. He made his 
mark during the Super Regionals, showing a 
potent Ne Zha. For Season 3, Cherryo changed 


out from the jungle role and into the mid lane. 
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Jungler, the new alias of a player named Faeles, 
played in the jungle for Upcoming Stars and Les 
Myrmidons for portions of last season. Jungler 
also had extensive experience in the challenger 
cup. Jungler completes the tri-core of mid-jungle- 
support that Is in the current SMITE meta. In the 
case of Leftovers, all three are veteran pros. 

Nika is a player that competed in the Season 3 
Combine, a talent search event, and caught the eye 
of many people, even being one of the highlights in 
a Hi-Rez article. He also caught the eye of Badgah 
enough to join Team Leftovers. Nika was still 
relatively unknown when he hit the big stage. 

Arkkyl is the Leftovers player with the 
least exposure in the public eye. He had not 
played on a notable team before the Leftovers. 
Arkkyl was a presence in the European ranked 
scene who was able to compete with the 
pros and landed on the Leftovers squad. 

When Team Leftovers was formed, their goal 
was to get into the SPL. To get there they needed 
to compete in the Season 3 Spring Relegations. 
The first stage was two weeks of open bracket 
tournaments. They ran through their opponents 
in the first week of the event, securing first place. 
In a unique turn of events, the Leftovers were 
given a spot in stage 2 relegations in place of a 
Challenger Cup team. The Leftovers then defeated 
Team Astro, another open bracket team. The 
final step for Team Leftovers to get into the pro 
league is to fight a defending SPL team. In their 
case, it was Les Myrmidons. Badgah and company 
toppled the French team and secured their spot 
in the Spring split of the SMITE Pro League. 

Shortly after the roster of Team Leftovers 
was announced, many analysts dismissed the 
team as the seventh or eighth seed, the bottom 


of the barrel. Badgah and company proved 
The Official SMITE Magazine Issue #24 


everyone wrong in their first showing, taking a 

set 2-0 against the star-studded squad of Hungry 
For More. The Leftovers then put up a strong 
resistance against world champion team Panthera. 
They also split a few sets with teams of various 
skill levels. Half way through the Spring Split, 
Badgah and the rest of Team Leftovers have found 
themselves a steady middle of the pack team. 

This hand picked combination of old and new 
blood has proven to be a strong contender in Season 
3 of the SPL, surprising fans and critics alike. Over 
the course of Season 3, Team Leftovers might 
cause more than a few upsets with how they’re 


performing now and the potential they hold. 


By Zachary McFarland 
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WHEN WORLDS 
COLLIDE: PART 4 


By Jessica Seney ~~~ 


ach step through the building causes 
ES ripples to appear beneath the 
crocodile’s foot. Axe dragging carelessly behind 
him, the guardian of the Nile trudged his way 
through the pyramid’s corridors. His scales 
dripped endlessly, the Nile never leaving his 
- PV | . ; flesh dry even in the beating sun of the desert. 


Servants darted out of his way, avoiding his 


€ . —_ > q 
arr ire be 


gaping Jaws and only bowing as he passed by. He had 
a purpose for this visit, his predatory eyes narrowed 
to the curtains awaiting at the end of the hall. 

No time was payed moving the curtains aside, 
instead his head ducked slightly to force them to 
part around him, just like the waters of his river. 

“Ral” 

The raspy chords caused the room to come 
to a sudden silence. Gods and goddesses around 
the room, basking in the warmth of the walking 
sun's glow, turned their attention to the dripping 
crocodile. Ra, turning his falcon’s beak towards the 
Nile’s watchmen, opened his arms in greeting. 

“Sobek! What brings you out of the river?” 

His tone caused the croc to sneer, tongue 
snaking out of his mouth and licking his sharp 
teeth, causing them to glisten in the soft rays 
emanating from the bird man. A small pool 
of otherworldly water was gathering beneath 
the claw tipped feet of Sobek, making it seem 
as though the Nile itself came with him. 

“Where is my mother.” 
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The king of the egyptian’s paused, lowered 
| 


his hands to his sides and stared. Both 
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confused and indignant at the question. 

“Is that a question? Because | know 
you aren't trying to threaten me.” 

Sobek stepped further inside, 
his axe grinding loudly against the 
stones of the floor, ripping up the 
pristine rug with each step. 

“Well, let’s think for a minute, huh?” 

His nails dug even further into 
the rug, water falling onto it’s fabric and 
soaking through even further. 

“She was supposed to come see me 
today, cut the string of some of the 
warriors for the afterlife, so | could bring 
‘em there. But guess who didn’t show?” 

The silence that echoed about the room 
seemed to rattle a few of the worshipers, sweat 
beginning to form on the human’s faces. 

“Leave us.” 

The command freed them from the room, 
all humans darting respectfully out of the room, 
leaving nothing but gods in their wake. Some of 
them continued to lounge lazily, listening with 


minimal interest. Others gripped weapons, glared, 
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even appeared to bare 
teeth or snarl vocally. 
Though none moved. 
“Why do you think | 
would harm Neith? We have no quarrel.” The 
sunlight that emanated from the falcon man’s 
chest grew harsh, reflecting off of golden trinkets 
and the clean silver blades of weaponry. 

A slow, raspy laugh left the offending 
god, now standing on the soggy, weak, torn 
up carpet. His visage didn't soften. 

“Now, did | say harm? No, but | know that you 
want to be in power for as long as you can, and 
hate giving it up. Who Is the only one besides Isis 
that has any power remotely like yours. . . ?” 


Ra’s eyes narrowed at reminder of the 


incident, of his forced gift of power to the goddess. 


A purr called their attention to a lounging Bastet, 
laying with three large, predator cats who draped 


themselves lazily over the goddess. Her claws 


gentle petting the closest ones head while it slept. 


“Sobek, doncha think she could've just gotten 


busy weaving again? You know how scatterbrained 
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she can be.” One of her eyes opened, focusing 


their ethereal blue onto him. He glared at her. 

“Oh? What could she be weaving instead of the 
afterlife tethers? Or miss a day we always meet on. 
She scatterbrained, but she’d never forget days like 
this. 50... 


did something.” It was impossible to miss the 


either something happened, or someone 


direction of his glare, and Ra met it with his own glare. 
“Leave Sobek, this transgression 
will not be tolerated any further.” 
Sobek swung his axe, burying the blade into the 
ground before him. The sudden clang caused even the 


lazy bastet to jump, Ra’s sunlight to retract slightly, 
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and other gods to clutch spears, blades, and staves. 

“Where is my mother, Ra.” 

The Nile’s guardian charged, axe held 
before him, ready to bury its face into the 
birds sunlight filled crest. He was ready to 
rip the life from his eyes, he was ready- 

A strange, blinding light filled the eyes of the 
predator. In one instant, the warm filled, sandy 
room was replaced by stones and greenery. 

“_..What do we have here?” 

A strange, orange skinned man stood before 
the croc. Horns leading back to pure white 
hair, strange robes, and pure white eyes. 

“You aren't Ra.” 

The man held a sword in a loose 
grip. He smelt of sea salt. 

“Nor are you Janus.” 

The Nile’s waters began to pool around Sobek’s feet. 

“Where am I.” 

“Where gods come in hopes of killing one 
another, where immortal blood is stained upon 


rocks and walls in order to decide victory, where-” 
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Sobek already trudged his way toward the 
nearby rocks, gazing st their red hot surface. Behind 
them sat something the bubbled and gurgled. 

“-that is where you are. You speak to 
the master of all storms, king of the-” 

Whenever hid water touched it, the 
substance spat at him. He found this far less 
boring than listening to orange man. 

“You speak to Ao Kuang. Who are you, 
and why do you disrespect me so.” 

Sobek licked his teeth and turned. 

“Bring me home, Ao.” 

“Well, | never brought you here.” 

“Then how did | end up only a few 
inches from throwing you around?” 

Orange man laughed and wiped his sword around 
ina small, graceful hand motion. It leveled about his 
head with the blade point directly at the crocodile. 

“Watch your tongue, reptile. | could devour you in 


afew moments.” 
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“Well, that’s nice and all, but Id just like to 
get back to my river.” The guardian turned away 
from Ao Kuang, gazing towards a large mountain 
that dripped with the hissing red liquid. 

“Perhaps we can make a deal... You 
assist in my cause, and | will find a way to get 
you back to your river.” A soft click could be 
heard as the sword slide back into it’s hilt. 

“| don’t make deals, | don’t deal with causes, 
and | don't make buddy-buddy with people. | just 
want to get back to my river, find my mother, and 
escort the dead to the afterlife so | can sleep.” 

Kuang laughed, drifting in front of 
the crocodile’s massive jaws. 

“If you look for your mother, we may have the 
same cause. We wish only for humans to know 
their place, so that we may continue living as we 
have. Humans pray to gods, gods give praise to 
humans in return. They wish to undo all that we have 
worked towards.” His eyes narrowed at a distant 


formation, to Sobek they looked 


like buildings with pillars. 
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“And that has to do with my river 
and mother because. . . ?” 

“Because they have both the being that 
brought you here, and a timekeeper. The 
timekeeper will be able to tell you where 
in time your mother Is, and the gatekeeper 
can bring you back to your river. 

“So what do you say. . .” 

Before Ao Kuang could finish the 
massive Sobek was gone, the only 
indication where he went was the pools 
of water that he left with each step. 

In the jungle, just before the croc, sat a pile 
of vines. He stepped upon them, unknowingly, 
and suddenly found himself trapped. Stuck 
as the vines whipped up and bound his 
arms to his axe, and that to the ground. 

Sobek leveled his gaze and growled, 
Snapping at the air before the small woman. 


“| got one!” 
By Jessica Seney 
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LYDIA PICKNELL ON 
PARADIGM 


Those of you who are even slightly interested AGAMEOF HOMES 
in SMITE eSports have probably heard the 
name Lydia sail by once or twice, if not a aying Lydia’s been around the SMITE 
million times. While she has a history in the S 
SPL since its inception, it isnt until last year is actually quite accurate. And I'm not talking about 
that her influence in the eSports scene really her personal life! Back in beta she was friends with 


By Jorg van der Velden ~~~ 


\ 
| 
N 
i 
i 
i 
| 
i 
i 
i 
| 
i 
| 
i 
i 
i 
i 
i 
i 
| 
/ 
i 
i 
i 
i 
i 
/ 
i 
i 
| 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
| 
i 
i 
i 
i 
i 
/ 
i 
i 
i 
i 
i 
i 
i 
/ 
i 
i 
| 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
| 
i 
i 
i 
i 
i 
i 
i 
/ 
i 
i 
i 
i 
i 
/ 
i 
i 
i 
i 
i 
| 
i 
| 
i 
i 
i 
i 
i 
i 
i 
N 
N 
N 
i 
i 
i 
i 
i 
| : 
eSports block sounds horribly wrong, but 
i 

i 

i 

i 

| 

i 

| 

| 

i 

i 

i 

N 

N 

\ 

i 

i 

i 

i 

i 

i 

i 

i 

i 

i 

i 

i 

i 

i 

/ 

i 

/ 

i 

i 

i 

i 

i 

i 

i 

i 


skyrocketed, culminating in becoming the PeccYz, and one Saturday she woke up to a whole 
sole owner of PARADIGM late march. While _ slew of messages saying “please come online! 
this (overcaffeinated) busy bee is also the We need you!” Worried about her friends, she 
coach of Avant Garde, well get to that in a popped online and was ready to help her friends 
later issue. So let's find out what she had and listen to what was going on. That was not the 
to say about how she got into PARADIGM, case however, as all she heard was “get on SMITE”. 
the team and their performance and the So she logged in, got pulled into a private lobby 
future of the team and the company. and was asked if she was good to play support. 
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And thus the legendary duo 
lane of Adanas and Lydia was 
born, the duo lane that gave 
away double first blood in the 
first 30 seconds of the game. 

As you might have guessed, 

this was during the weekly 

gem tournaments in beta and 
Snoopy had overslept horribly that 
day, leaving Reason Gaming in need 
of a fifth player. This is also how she met 
Funballer, but that becomes relevant later on. 

This (rude) introduction into pro SMITE 
did pull a string somewhere inside of her, and 
she went on to join eloFisherS later on as a 
coach and manager, a Challenger Cup team 
that missed the pro league by just a single 
win. As the team disbanded she moved on to 
Upcoming Stars, who got picked up by Justus 
two days after joining. “When | joined Upcoming 
Stars | was asked to find them a sponsor.” 

Ask and you shall receive, as she got the guys 
got hooked up with gear, salaries, the whole 
shebang by getting Justus to sign them. 

This partnering didn’t last long, however, as 
she didn’t feel at home in the settled hierarchy 
of Justus. “It’s an established company and 
| was somewhere in middle management. | 
didn't feel like | could do what | wanted.” Which 
resulted in her leaving Justus and looking 
around for other venues to explore. So she hit 
up Funballer with an innocuous: “Hey, if you 
know of a team that needs a coach/manager, let 
me know”. The PARADIGM Hunter's response 
was a surprising “Actually, Zimp(star] is looking 
for help as he’s swamped’, resulting in Lydia 
joining PARADIGM almost at the spot. 


“| had found my place at PARADIGM” 
The Official SMITE Magazine Issue #24 
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perfectly sums up Lydia's feelings about 
the organisation and the team. “Because 
PARADIGM is a small, SMITE only team, | have 
the ability to do what | really want: improve 
the SMITE international competitive scene.” 
Two months later she grew from manager to 
co-owner of the company, ending in becoming 
full owner when Zimpstar left late march. 
“Funny story actually” she starts as she 
talks about gaining ownership of the company. 
“One day | come online and | get just told I'm 
the new owner of Paradigm! | knew Zimp was 
spread thin with various projects and that he 
was thinking of leaving. Apparently the boys 
all wanted me to become the owner and had 
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Yes, that is actually what the team calls her. 
They even go as far as sending her Mother's 
Day messages! But that is a pretty accurate 
description of how she interacts with the team 
and the role she plays. When | casually mentioned 
that | missed TrixTank streaming she immediately 
replied with: “Trix is extremely busy with school 
at the moment, and that takes priority over 
everything. It’s nice and all that he’s a pro player, 
but this is a short career at best and you need 
a way to provide for yourself afterwards.” 

| wasn't surprised when she said the team feels 
like family. “| love my boys” she told me with deep 
affection in her voice. “Sure, we have our spats every 


once in awhile, but that’s just part of being a family.” 
The Official SMITE Magazine Issue #24 
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She kept expanding on how tight-knit the team is by 

comparing how they move around at events. “Most 

other teams have cliques that form, like the duo lane 

or the Mid and Jungler. But not us. We move as a unit 

and are always together, no matter where we go.” 
Without a doubt, this closeness has 

affected the team’s performance as well and 

| can’t help but feel that this is in no small 

part the result of Lydia cultivating this sense 


of family (whether she admits that or not). 


IMPROVING PERFORMANCE 


Season 1 was a very rough Season for the boys of 


PARADIGM, then TSM, resulting in them not qualifying 


for SWC 2015. “This was a huge blow for them, and 


quite the reality check. Especially because they knew 
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¥ they could do better.” And in Season 2, they did 


better, even though they had some hiccups along the 
way. But the team was still not where it was at its 
prime, and Season 3 is looking to bring them back 
to that place of glory they held at the end of beta 

and the Launch Tournament. When asked as to why 
the team is getting back to being a top contender, 
the answer was, In true Lydia fashion, very long. 

“| think it’s multiple things all coming together. 
They're still feeling the blow of not qualifying for 
Worlds tn 2015. It’s a feeling they never want to 
relive again and they use that as a motivation to 
keep getting better. The team as a whole is coming 
together more and more as well. While Xailea and 
Funballer had been working with Dazer (coach) for 
quite some time, the rest didn't click with him as 
well immediately. Overtime, Dazer has gotten a lot 
more confident as a coach and Lawbster, TrixTank 
and QvoFred have gotten used to his methods. The 
meta is also a big factor in this. The god pool that’s 
considered competitive right now (which is really 
big compared to other seasons) overlaps extremely 
well with the god pools of the players. Trix and 
Xailea can play their hyper aggressive gods again, 
and the others can relax into their comfort picks. 
There are so many of those available to them it’s 
nearly impossible to ‘respect ban’ them.” (This is an 


abridged version of the answer, just so you know!) 


FUTURE PLANS 


Needless to say, Lydia’s confident in the team 
being a top contender in Season 3. “I’m not going 
to say we'll be number one. But we are definitely 
going to be top two this year.” With the way the 
team’s been growing during the Spring Split, | 
can't blame her for her confidence. Just to clarify: 


she doesn't been second in the Spring Split, or 
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any split. She means second in the WORLD. 
As for PARADIGM the company, that’s going to 


go in the same direction as Lydia herself is. “| want 
to help SMITE eSports grow internationally, and 
PARADIGM allows me to do so.” Making the company 
grow and stimulating the eSports scene world wide 
is something | can only support, as it makes SMITE 
eSports as a whole bigger and better to watch. 


“I'm also really big on player behaviour. 


Pro players forget that they’re role models to We can expect to see the name Lydia Picknell 
the community as a whole and | want to raise keep flying by for quite some time in the SMITE 
that awareness.” As a matter of fact, at the time world, and I’m more than ok with that. In just a one 
of writing she Is on her way to a panel about hour interview she’s left a lasting impression on me 
eSports and law, and how to deal with online as a woman of passion and integrity. And that’s the 
behavior within the legal system. She's a regular kind of people we need to make SMITE as a whole 
visitor to these kinds of panels, providing not even better and more awesome than it already is. 


only her experience as a coach/manager, but 


also as just a gamer, regardless of gender. By Jorg van der Velden 
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DIARY OF... NEITH 


By Timothy Tian 


uess what? It’s patch day! That gives me 

(5: little time to rest and unwind before we 
introduce the new god or goddess around. From the 
rumours that have been going around, | heard that 
it's another Hunter. It shouldn't be too difficult to 
put him or her in their place. A little tweak of their 
weaves should suffice. Do you remember Nemesis 
when she was released dear diary? She shot to the 
top of the playing list like a rocket. All the attention 
she got just angered me so. It’s amazing how a little 
snip of her thread turned her completely inside out. 
There she is now, walking past me as I’m writing 
this down...and there’s that little thread hanging off 
her shoulder, the thread that controlled her shield. 

Speaking of shields, Bellona had one that was 
as strong as her weaves. Tugging on the gods finely 
woven threads would, at the very least, result in some 
random, uncontrollable movements on their part, 
like a little puppet on a string with me at the helm. 
That darned goddess of war shrugged it off with nary 


a flinch. Physically removing or damaging her thread 
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wasn't going to work at all. In her very special case, | 
had to try something that hasn't been done In years. 
Dear diary, | am letting you know this to serve as a 
reminder to the both of us that in these very tough 
cases, this may possibly be a very viable option. | 
took her threads and tied them up, very closely to 
her natural human form. This somewhat constricted 
her movements and | can’t help but laugh every 
time she falls over. The priceless look on her face 
whenever that happens completely makes up for the 
number of weeks | tried to secretly take her down. 
Khepri has this ability as well, albeit a fraction 
of my control over it. He only takes hold of them 
during fights. Whenever he sees his fellow god or 
goddess about to meet their end, he holds them 
back and keeps them in this living realm by their 
threads. It isn't much and | could do the same, | 
just choose not to. We're going to have to keep an 
eye on him diary. There can only be one master 
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Dear diary, just to remind you, the threads that | 
manipulate aren't solely the ones so intricately woven 
onto their human hosts. Objects contain on their 
bodies these strings as well and very recently, I’ve had 
the chance to play around with the piece of steel plate 
known as the Spectral Armor. Let me bring you back 
to the time | visited Odin, the Allfather. | had requested 
for the presence of their messenger, Ratatoskr. 

In all honestly, the reason | wanted to see the Sly 
Messenger was because he was so cute. That was 
patch day as well and | had the intention of inviting 
him over to mess around with more weaves. Instead, 
| was greeted with hostility by the Norse leader. He 
ordered for me to be removed from his presence 
and | swore vengeance upon him. Experimenting 

on the Spectral Armor threads began. After a few 
months, I've finally done it. The Allfather should be 
in for a surprise after today. His beloved spear ring 


will no longer be able to confine his adversaries. | 
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just can’t wait to see the look on his 
face when they start walking out of 
his ring as easily as the Trojan 
Horse entered the city of Troy. 
Here's another little secret 
I'd like to share with you about 
my abilities, dear diary: they 
control the mind too. In the 
beginning, | too assumed that 
these cords bound myself only 
to the physical bodies of others. 
After decades, | suspected that they 
were capable of much more and soon, | 
was able to tap into the minds of others which 
were also bound to the weaves. The first time 
| ever distorted the weaves of the mind, Zhong 
Kui was the victim. Do you know that demon 
bag that he carries around? If you look closely, 
he only empties it during his ultimate when he 
thinks the bad is completely full of demons. What 
he doesn't know, or more appropriately, what 
he has now forgotten, is that his ultimate still 
dishes out the full damage even if the demon 
bag isn’t full. Filling the bag to the brim only 
provides him protections and does nothing for 
his damage. The thread that holds that memory 
for him has been removed by yours truly. 
| can hear the horns blaring in the distance. 
The patch is almost up. Well dear diary, this has 
been a very interesting conversation. Reminiscing 
these past events has been extremely fun indeed. 
Just don’t let them know that I’ve been behind 
all these changes. They wouldn't be happy about 
that at all. So, let’s keep our discussion between 
ourselves alone dear diary. They don't call me 


“Neith, Everyone’s Rightful Foe” for nothing! 


By Timothy Tian 


. 


The Official SMITE Magazine Issue #24 The GameOn Magazine 


EX 


‘ | | 2 IC | F SSS SSS 


| 
| 
| 


~a 


“~~ «ad 


+> 2. 
i4 * 
J ey . - . 
- 
i 


“a 


SPOTLIGHT: RAYNDAY 
GAMING 


This month were going to put another content GENESIS 
creator into the spotlight, and this man can only 
be described as the young Morgan Freeman For those of you who are unfamiliar with the man, 
of the SMITE community. He has that deep Raynday, or Evan as he’s known in the real world, is a 
VOICE, he has the freckles, he has the charm. All YouTuber in his mid twenties with a pretty successful 
that's missing Is the white hair and the beard! channel known as Raynday Gaming. Having grown 
Of course | can only be talking about Raynday up ina family of entertainers, it might surprise you 
from the YouTube channel Raynday Gaming! __ that the roll into YouTubing didn’t happen naturally. 


By Jacob Crawford ~~~ 


Actually, he aspired to be a top soccer player ever 
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| have to be honest, while some people have since he was young, and was pretty successful at 
drawn parallels between Raynday and mister that. One thing greatly worked against him though: he 
Freeman, not a lot have actually said it outright. was born and raised in NA, and as you might know, 
But still, he looks like the legend way too much, soccer players barely get passable wages in the US. 
so I'll be pushing the joke as far as | can (and So when he got the opportunity to try something 
probably further than | have a right to). else he went for it. “It was only going to be for three 
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months or so, so | thought to myself: ‘I’m still going that | thought ‘Hey, | could do that too!’ Also, at the 


to be the same soccer player in three months, so why __ time, there was very little information to be found 
not’. | never looked back after that”. Especially since on Arena and | found my YouTube content niche.” 
this move included some job hopping and a lease 


for a nice car that tied him down more than a little. THE POWER OF THE RAYNSTORM 
During this time Raynday was already playing 


or family playing board games | try my hardest.” 


But how did mister Freeman jr. get into YouTube? 


SMITE. “There was no moment in which | ‘discovered’ What started as a small, after work project 
SMITE. | just remember playing It and having a good to inform people on Arena quickly evolved in the 
time.” The initial exposure came from a relatively community driven Raynday Gaming channel Evan 
well known YouTuber: ForceStrategyGaming. Back has today. One of the best examples of how big of 

in early beta, FSG was generating a lot of content ie" oe ee" Te 
on SMITE and more than a few people got into the ae! oo5 ee e 
game because of him, including the man in the j : J . “ bart by ‘ ‘ 
Spotlight today. It was the variety in the game and eo? e ww ° J 
it’s competitive nature that sucked Raynday into i ae ‘ o* : eo! 
SMITE. “Anyone who knows me will tell you I’m an =." oh 2° ] 
incredibly competitive person. Even just with friends . ; ' a . 


i 
/ 
\ 
\ 
It was actually two things coming together at 
‘i “a ‘i i N 
roughly the same time. My younger sister had this 
\ 
cute little YouTube channel in which she vlogged, 
\ 
and suddenly she had 36 subscribers! When | saw 4 
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an influence the Raynstorm community has is the 
‘Dare Me’ series in which viewers can dare Raynday 
into playing or finding a build centered around a 
theme. Think along the lines of Aures (full Aura 
Ares), Machinegun Anubis (basic attacks galore for 
the little doge) or Knumba-Cardio [drive by Yawns!]. 

This doesn’t mean that the informational 
videos are no longer a part of the channel. They're 
stillan essential part of the content Raynday 
generates, as he aims not only to provide for 
experienced players who want to see something 
different, but also for people just coming into the 
game and are looking for information. “Basically, 
| generate content | want to see myself, and | 
want to appeal to as many people as | can.” 

It doesn’t stop with fun or informational videos. 
Those who want to compete in tournaments but 
don't want to dive into the ‘mainstream’ eSports of 
Conquest can find their fill with Raynday as well, 
as he has hosted an Arena and Clash tournament 
for everyone to join. The response to the Arena 
tournament incredibly positive, and the Clash 
tournament even more. So positive that almost as 
soon as he announced the Clash tournament enough 
teams applied to fill the available spots immediately. 
So if you're looking to compete, keep an eye on his 
channel as he let me know he’s planning to host 


another tournament some time in the future. 
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THE ORIGINS OF THE STORIES 


If you ask Evan where the ideas for videos or 
series come from, the first part of his answer is 
a kanye West quote: “| forgot the stuff you never 
thought about.” Luckily, unlike the illustrious rapper, 
he is willing to expand on this in an intelligible 
way. 'l’m avery creative person, and as a result | 
always have multiple ideas swimming in my head. 
Which ideas come to fruition depends on what | 
feel like doing at that moment or if people from my 
community suggest or request them. Usually it’s 
a bit of both.” The way he keeps track of his ideas 
is his phone: whenever an idea strikes him he 
quickly records it. “| have enough ideas stored in my 
voice memos to last me for the next five years.” 

However, there's another aspect to his videos, one 
that ties back to his past as an accomplished athlete. 
Through his channel, Raynday wants to improve the 
overall mentality of SMITE players around the world. 
“There's a defeatist mentality that is being fostered 
among people these days. | see it all the time during 
my counseling work. Kids no longer want to do 
something because they're losing, while it’s actually 
the perfect chance to learn and develop yourself. To 
become better.” He directly addressed this in the video 
‘How to play Zhong Kui: 100-0 Combo Guide’, where 
he explains in depth why he thinks this mentality is 
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wrong and what you can do to change this. He even 
put up a Dare Me video showcasing that Fé-ing after 
a player DCs (disconnects) is unnecessary, as you 
can still have a good game and possibly even win. 
Now, don’t go thinking he goes around being all 
‘holier than thou’ in his videos. Far from it actually, as 
he is very open and respectful about all of his ideas 
and acknowledges that other people might think 
differently. However, the main purpose is still, and 
always will be, entertainment and information, trying 


to improve the community subtly but undeniably. 


CLOSING ARGUMENT 


| end most of my interviews with the same 
question: “Is there anything you want to mention 
or add to this interview?” Instead of just the usual 
shout outs to his subscribers/followers (which he 
mentioned explicitly, so any Raynday Gaming viewers, 
consider yourself shout out}, he added the following: 
“| want to provide for those with a competitive 


itch, and especially those that do not have a place 
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in the current eSports (read: Conquest). | want to 
give them the opportunity to showcase their skills, 
to be commented on by a caster. | have found that 
a lot of people enjoy that feeling. | also want to 
disprove the misconception that there is no place for 
competitive Arena or other ‘casual’ game modes. 

“| also want to throw out there that my 
‘How To Play’ videos are catered towards newer 
players of SMITE, and | plan on keeping that 
series, and those like that like ‘Top 5 Ways 
To Be A Better [Role], going steadily. 

“But most importantly | want to say: 
Never give up, never stop gaming!” 

If this interview sparked your interest in this 
informative, entertaining and positive YouTuber, 


you can find him on the following platforms: 


Twitch: www.twitch.tv/raynday 
Twitter: (dRayndayGaming 


Youtube: www.youtube.com/rayndaygaming 


By Jacob Crawford 


The GameOn Magazine 


Ct 


aia iad 
| 
Z 


THE BEST OF 2 YEARS 
OF SMITE MAGAZINE 


The SMITE Official Magazine has reached its 24th issue, and we're celebrating this second birthday 
by taking a look back at the best pieces of work that we featured in the last two years. To keep it 


somewhat organized (there was A LOT to go through!), I’ve split them up in the following groups: 


God Articles - These are the pieces that revolve around the playable gods in the game. Not 


only the new ones, but also where they come from or which ones we'd like to see in the future. 


Game Articles - Where the previous articles focused on the gods, 


these focus on the game as a whole and all of it’s aspects. 


People - We ve featured quite a few interviews with personalities and staff 


alike, but also stories about just the people that play the game. 


eSports - The name speaks for itself: here you will find all things eSports 


related. But you might be surprised which articles made it into the list! 


Miscellaneous - There are a lot of articles that don't quite fit in the previous 


categories, and those have been clumped here for your [and my) convenience! 


The pieces are in no particular order, as it was nigh impossible 
to choose the single best from all of these. There were simply 


too many good works in here to make that decision. 


| hope you enjoy this blast from the past 


as much as | did sorting through them! 


Jorg van der Velden 
Editor 
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2 YEARS OF GOD ARTICLES 


The gods are arguably what make or break the game, and it’s no surprise 
they're featured prominently in the SMITE Official Magazine. Here are my favorite 


three articles of the last two years about these core pieces of the game. 


Who is Hou Yi? - Janner Schelle 
This piece makes it to this list because of the incredible change in perception Hou Yi has 
gone through over the last year. Sure some of his abilities have been tweaked and re-tweaked 


since release, but he was seen as one of the weaker hunters in late game 1v1 play. 


Tying the Connections: Hel - Jorg van der Velden 
An idea from our previous Editor and now Hi-Rez employee Kaostic, this 
piece launched the very successful series Tying the Connections’, which takes a 


deeper look into the origins of the gods and their abilities in the game. 


In Theory: Skadi - Jimothy Tian 
In Theory is a long standing series in which the writer conjures up a new god concept 


for the game. This one Is especially hilarious because the god in question, Skadi, was 


released into the game only a couple of months later. 
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The Earth was doomed that day, the day 

Ti the suns all arose together. This was 
not normal behavior for them as they normally went 
one by one into this sky. Today was different. The 
suns defied their normal routine, In turn scorching 
the Earth. The suns seemed to be playing around 
and flew wildly around the sky. This was not fun for 
the Earth though. The damage was devastating. 
Fertile fields of flowing grain, were decimated. 
Rushing rivers, plentiful with fish, now ran dry as 
dust. Even our kingdom's warrior’s swords melted 
when unsheathed. Famine broke out as all of the 
food sources were being destroyed. Whole forest 
were Set aflame forcing fierce beasts and monsters 
out of hiding, killing many. This was going to be the 
end of all things if something did not change soon. 

We gathered in numbers and pleaded with King 


Yao that Di Jun make his children leave the sky to 
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By Tanner Schelle 


restore balance to Earth. But no matter what he 
did, they would not yield to their father. The suns 
stayed in the sky and refused to leave. This forced 
Di Jun to take action In a way the suns would regret. 
Di Jun called upon the great archer Hou Yi [also 
referred to as just Yi) to descend from the heavens 
and help slay the beasts that were roaming the land 
and help bring order to his suns. So Hou Yi and his 
wife Change were sent down to Earth from the 
heavens, to help save us. Hou Yi was given from Di 
Jun a magnificent red bow that resembled a phoenix 
and with it, beautiful white arrows for his quiver. 
Hou Yi wanted to save us from our misery, but 
did not want to hurt the suns under Di Jun’s orders. 
Hou Yi had the idea to pretend to shoot them down 
by firing arrows near the suns as warning shots. 
Thinking this would scare them enough to retreat 


to their sky haven, Hou Yi would be proven wrong. 
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44 AN EXPLOSION OF FLAMES 
AND FEATHERS LIT UP THE 
SKY AS A THREE-LEGGED 
RAVEN FELL TO THE EARTH99 


The suns didn't even flinch at this. They just kept 
on playing as though Hou Yi wasn’t even there. This 
angered Hou Yi immensely. It angered him so much 
that he would once draw his bow again, but not to 
shoot a warning shot. He took aim directly at one of 
the suns and fired his white arrow. An explosion of 
flames and feathers lit up the sky as a three-legged 
raven fell to the Earth. Hou Yi continued to shoot 
arrows at the other suns causing them all to explode 
and come crashing down, until only one remained. 
We were so pleased to have the Earth back to 
the way it was. Rivers began to flow, grain grew once 
again, and the forests replenished, giving the beasts 
a place to live. Everything was as it was. Hou Yi had 
saved us all. But Di Jun was very angry with Hou Yi for 
killing his suns. He did not want them to die, he only 
wanted them to leave the sky. For this he punished 
Hou Yi and his wife Chang’e. He sentenced them to 
live out their lives on Earth as one of us mortals. 
Chang’e was devastated at becoming a mortal. 
She did not know how to handle not being immortal. 
So Hou Yi made it his duty to find a way to make 
them immortal again. Hou Yi remembered a woman 
with an elixir that could give them both immortality. 
This woman was the Queen Mother of the West. 
So Hou Yi set out to retrieve the elixir from her and 
after a rigorous and lengthy journey, he reached 
her palace on sacred Mount Kunlun. Hou Yi pled 
to her to give him the elixir. After hearing his story, 
the Queen agreed to give it to him but also gave him 
a warning. She warned that they should both only 
drink half of the elixir. Drinking half would give them 


eternal life, but drinking the full elixir would make 
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one of them a full fledged immortal and ascend 
to heaven. This was exactly what Hou Yi wanted. 
Upon arriving home he told Chang’e the great 
news of his journey and proceeded to go hunting to 
gather food. Hou Yi told Chang’e to wait to open the 
elixir until he had returned, but Chang’e was too 
excited and curious to wait. With this excitement she 
accidentally drank the entire elixir causing her to 
begin a transformation. She was turning back into a 
deity and started to float up to the 
heavens. Hou Yi returned to find 
her ascending from Earth, but 
could not bear to aim his bow at 
his beautiful wife. Chang’e could 
no longer return to the heavens 
because of Di Jun’s banishment, 
so she decided to stay on the 
Moon, where she could be close 
to her husband who was left on 
Earth to live out his days asa 
mortal. It is said that Chang’e 
still comes down to us once a 
year to visit her dear husband. 
Joining the Battleground 
of the Gods, Hou Yi arrives as, 
you guessed It, a Hunter. Hou 


Yi's passive called “Suntouched” 
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makes it so if Hou Yi takes a critical hit, he cannot be 
hit by another for three seconds. This makes Hou Yi 
a very good boxer (able to battle another hunter one 
on one) in the current meta. In the start of season 
two, hunter builds are back to building crit items. 
“Ricochet” is Hou Yi's first ability. This ability 
shoots a strong arrow that travels 70+ units and 
bounces off of walls dealing 50% more damage per 


bounce, up to two bounces. “Ricochet” has pretty 
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strong damage at 70/110/150/190/230 +60% of your 


Physical Power. If an enemy has “Mark of the Golden 


Crow” (we will talk about this next) on them and is hit 
by “Ricochet”, they will be stunned. Using this ability 
to either shoot through the entire wave, or to bounce 
off of one wall and hit the back archers is ideal. With 
his base attack speed being buffed at the beginning 
of season two, he is sitting about average with most 
hunters in lane clear. Also this ability can be used 
after marking and enemy with “Mark of the Golden 
Crow” to set up Hou Yi’s Ultimate “Sunbreaker”. 

Hou Yi's second ability is called “Mark of the 
Golden Crow’. This is the best debuff out of any 
Hunter debuffs, because of its’ utility and increased 
damage output, making Hou Yi's basic attacks deal 
an extra 1/2/3/4/5% damage for every 10% of the 
enemy's missing Health. At rank three, this ability 
grants vision of marked enemies to Hou Yi, including 
stealthed enemies, making them visible on the mini- 
map. At rank five, this ability gains 15% penetration 
against the enemy marked god. This ability lasts for 


fifteen seconds. Using “Mark of the Golden Crow” 


on an enemy is great for boxing an enemy Hunter, 
quickly burning a Mage, or setting up a stun. This 


ability increases its damage even more the lower the 


target’s Health is so making sure it is not on cooldown 


when the enemy is around half Health is ideal. The 
most efficient way to use this ability is to mark an 
enemy, hit them with basic attacks for around ten 
seconds, then use “Ricochet”, bouncing the shot 
off the wall and stunning the enemy. This will deal 
a huge chunk of damage and possibly allow you to 
secure the kill with Hou Yi's ultimate “Sunbreaker’”. 
Most Hunters have a mobility ability and Hou 
Yi is no different. “Divebomb” sends Hou Yi flying 
through the sky with his bow carrying him along. 
When Hou Y! was first released, this ability made 
him immune to damage. That was determined 
to be too much and taken out. “Divebomb” does 
70/110/150/190/230 +30% of his physical power 
in a small Area of Effect (AoEJaround his landing 
zone. If the enemy he hits has “Mark of the Golden 
Crow” on them, they will be knocked back. This 


ability can be a great initiation tool, or an escape. 
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| find it somewhat of a waste to use this when the 
enemy has “Mark of the Golden Crow” on them 
because it only knocks them back and doesn't do 
additional damage like “Ricochet” does. Also that 
would leave you with no escape and no stun meaning 
the enemy could counter initiate and kill you easily. 
So it’s best kept as an engage or disengage tool. 
Finally we come to why Hou Yi is one of the 
coolest designed Hunters in the game. His Ultimate, 
“Sunbreaker”, brings us back to the time he shot 
nine suns out of the sky. Hou Yi shoots nine arrows 
into the sky while nine suns come crashing down 
dealing 80/90/100/110/120 +25% of his Physical 
damage in a target area every 0.5s for 4.5s. If an 
enemy has “Mark of the Golden Crow” on them, 
they will have their movement speed slowed by 
20% for .25s on every hit. This is such a great team 
fight Ultimate. It makes enemies spread out and 
can deal quite a bit of damage to the entire enemy 


team. This is ideally used on more than one enemy, 
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but if you use it after marking someone with “Mark 
of the Golden Crow”, you should be able to take 
them down with basic attacks. If not you still will 
be able to chase them down with “Divebomb” and 
secure the kill with a well placed “Ricochet”. 

Hou Yi at the moment is not in the meta given 
his lane clear is a little weak early game, and his 
Crowd Control requires two abilities to be used. 
Late game he Is pretty strong, but without a steroid 
like Rama or Artemis, he can easily be out-boxed 
if not played extremely well. Hou Yi makes up for 
his lack of boxing ability with his high area of effect 
Ultimate which is extremely useful when fighting 
for the Gold Fury or the Fire Giant. Hou Yi may see 
some adjustments soon as we see the season two 
meta change and | for one hope to see him come to 
the meta as he is extremely fun to play and requires 


a high level of experience to be utilized properly. m= 


By Tanner Schelle 
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TYING THE 


CONNECTIONS: HEL 


In this series we take a look at a god's abilities 
and compare them to their lore, trying to find the 
origin of the effects you're spamming throughout 
the game. In this first incarnation we take a 
look at Hel: Queen of the Norse Underworld. 

Hel is the Goddess of the Norse Underworld and 
has a striking appearance: one half of her body fair 
and normal, the other horribly disfigured. She is the 
daughter of Loki and Angrboda, a Frost Giant, and 
sister to Fenrir, Hound of Ragnarok, and lormungard, 
the World Serpent. Her place as the Queen of 
the Underworld was given to her by Odin. Some 
sources Say as a banishment due to her disfigured 


appearance, while others say as a fulfilment of 


The Official SMITE Magazine Issue #24 


By Jorg van der Velden ~~~ 


her request to leave Asgard, the place where the 
other gods shunned her. What they agree upon Is 


that Hel was lonely and, as a result, depressed. 


In most sources, Hel is described as having the 
bones completely exposed on one side of her body, 
while the other half is living flesh. As a result, this 
is the most common Image found of her. However, 

Hi-Rez drew inspiration from other sources for 

her design, which describe her as having dark 

or black skin instead of bones. While her current 
appearance isn't exactly lore accurate, her skin 


before her rework in October 2013 certainly was. 
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The Vikings feared Hel and saw Helheim (Hel's 
realm) as a place similar to Christianity’s Hell (which 
was indeed named after this goddess). This is most 
likely due to the fact that Hel presided over those 
that died of illness and old age, two scenarios the 
battle glorifying Vikings feared beyond all else. The 
Germanic peoples that held the same beliefs viewed 
Hel simply as the Queen of the Underworld, where 
your afterlife was based on how good or evil you were 
in your time on Earth. As a result, she was seen as 
a kind personality, but one that could turn vengeful 


when pushed too far, further reinforcing her duality. 


The community favorite skin Solstice Hel 
is actually very appropriate. There were 
numerous Germanic tribes that viewed 

Hel as a deity of nature and time, two 


aspects strongly embodied by the spring 


and winter themed stances of this skin. 
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STANCE ATTUNEMENT / SWITCH STANCE 


Let’s begin with this duality, which is captured in 
her passive Stance Attunement’ and her Ultimate 
‘Switch Stance’. The latter is clearly inspired by her 
being a very kind hearted person capable of terrible 
vengeance, while the former depicts the need to be 
provoked, or pushed, to become one or the other. Ina 
less direct way these abilities also symbolize her duty 
of judging those that enter the underworld, as they 
change the effects of her other abilities, switching 
between punishing the evil and rewarding the good. 

The visual representation of these abilities, 
the dark and light skins, are less lore accurate. 

In all sources she Is clearly described as having 

a different appearance for each half of her body, 
and not switching between the two of them. But it 
makes sense If looked at from a design perspective, 


making it clear to the other players in which stance 


- eyez 
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Hel finds herself and is a good interpretation 


of her clearly dual and opposing nature. 


DECAY / RESTORATION 


If we're talking lore appropriate, we're 
talking about ‘Decay’. As Hel is the goddess 
who presides over those who died of illness and 
old age, decay is a large part of her portfolio. 
The fact that it is burst damage is a lot less 
fitting to lore and ‘decay’ as a concept, as Hel 
was a patient goddess and decay is a process 
that takes place over time. The spreading 
effect on hit can be linked to decay, as rot 
tends to spread to others in close proximity. 

The other half of this ability, ‘Restoration’, 
is not nearly as directly linkable to her lore. 
Nowhere in her lore Is she directly mentioned 
as a healer, though it is no stretch of the 
imagination that she restored people to the 
prime of their lives when they go to one of the 
heavenly layers of Helheim. Looking at the 
mechanical side of ‘Restore’, damaging an 
enemy and healing herself, a case can be made 


that it is another representation of her duality. 


HINDER / CLEANSE 


Where ‘Decay’ is perfectly lore appropriate 
in name but not in mechanics, ‘Hinder’ is the 
exact opposite. There is only one instance in 
Hel’s lore where her actions could be considered 
hindering: the death of Baldr. She demanded 
that everything on Earth needed to weep before 
she would release Baldr from Helheim after he 
died due to Loki’s machinations. However, this 
can also be interpreted as Hel taking her job 


seriously, making the name ‘Hinder’ dubious 
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in its appropriateness. Mechanically the weakening 
of the target's defenses is a perfect reference to 
the forces of entropy and decay she presides over. 
‘Cleanse’ falls in exactly the same realm as 
‘Restoration’ naming wise, as both have no direct 
attestations in her lore but a case for accuracy can 
be made in her duty of caring for those going to the 
heavenly layers of Helheim. Unlike ‘Restoration’, 
the mechanical end of ‘Cleanse’ falls into this as 
well, cleansing the ailments of those who were 


good in life, restoring them to their prime. 
REPULSE / INSPIRE 


‘Repulse’ is another perfectly lore appropriate 
name, as her entire life was determined by her 
repulsive looks. This time the instant nature of the 
damage could be interpreted as lore accurate, as 
the revulsion the other gods felt when they first 
saw her was Immediate. But to take it so far that it 


actually damages them might be a little cruel, so | 
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personally believe that the damaging aspect is tied 

to her dominion over illness, disease and decline. 
Where all the other ability names have at 

least some plausible connection to her lore, 

‘Inspire’ has none and is clearly just the opposite 

of ‘Repulse’. In a kit where every ability more 

or less consists of opposites In naming and 

mechanics, breaking this pattern can feel unnatural. 

Here, however, it has also led to straying away 

from lore. Mechanically it is tied to the same 

instance as both ‘Restoration’ and ‘Cleanse’. 
Overall, Hel as both a damager and a healer 

is a good representation of her dual looks and 

personality in Norse mythology. There are a few 

gripes in her design when looking for perfect lore 

accuracy, but most of them can be overlooked when 

you look at them from a game design perspective. 

While Hel is nowhere near a perfect port from 

mythology to a game, she is a good representation 


of the goddess revered and feared by the Norse. = 
By Jorg van der Velden 


The GameOn Magazine 


Cc 
ia?) 
ww 
2) 
= 
© 
O 
© 
me) 
Cc 
E 
<= 
> 
we} 
~< 
= 
(e) 
é 
= 
<= 


N 
N 

WHA “\ IF O 2 Y SSS SSS 
N 


GODDESS OF WINTER 


N 


Article By Timothy Tian | Artwork By Michele Trocchia & Asim Shrestha ~~~ 


riginating from Nordic mythology, it is 

O no surprise that Skadi's influences can 
be traced back to the Norse works of literature 
from the Prose Edda and the Poetic Edda. Skadi 
is the embodiment of winter, hunting and skiing. 
It is theorized that the god, Ullr, who is also 
associated with skiing and hunting, may have had 
a close connection with Skadi due to their similar 
representations. Skadi was not brought into the world 
as a goddess. Instead, life for Skadi started as a 


jotuun, a mythological race hailing from Jotunheimr. 


paintings that Skadi may have had wolves or dogs as 
companions on her hunting trips. Skadi also played 
a role in placing the snake which dripped its venom 
onto Loki’s head (Official SMITE Magazine issue 12). 


44TRADING IN SHOES 
AND BOOTS FOR SKIS, 

SHE GLIDES ALONG THE 
BATTLEGROUND WITH 
HER WOLF COMPANIONS 
ARMED WITH HER TRUSTY 
BOW AND ARROW. 79 
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Her tale begins at the end of Iduun’s rescue 
| 
N ‘ ‘ Pe 
(SMITE Community Magazine Issue 8]. Skadi’s father, 
N ‘ : ‘ F F 
Thiazi, was killed for kidnapping the Goddess Iduun. 
| 
N 7 ¥ : ‘ 
While the gods celebrated this achievement, Skadi 
| 
N F ¥ ‘ 
did not share the same sentiments. She arrived 
| 
\ . i 
in Asgard, the home of the gods, in a helmet, a 
| 


coat of mail and weapons of war, ready to seek 
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revenge for the death of her father. However, the 
gods did not retaliate against her. Instead, they 
sought reconciliation with the giantess. They 
offered her compensation in three forms. 

First, it was agreed that Skadi could choose a 
husband among the gods of Asgard. This is how she 
gained her status as a goddess. There was a catch 
though, she could only make her decision solely 
based on their feet. Hoping that the most elegant 
pair would belong to the god of light and purity, Baldr, 
she made her choice. She was disappointed that they 
belonged to the older god, Njoror, instead. Second, 
Skadéi imposed a task she thought impossible for 
the gods to provide: make her laugh. Loki stepped 
forth believing that he could accomplish this. With a 
cord, he tied one end of it to the beard of a goat and 
the other to his testicles. With both sides pulling 
back and forth, they both screeched from the pain. 
Eventually, this scene forced a laugh from Skadi 
and the second reparation was done. Finally, Odin 
took Thiazi’s eyes and cast them into the night sky 
as two Stars, looking down from the heavens. 

In SMITE, Skadi makes her appearance 
as a Hunter (the first in this series!). Trading 
in shoes and boots for skis, she glides along 
the battleground with her wolf companions 
armed with her trusty bow and arrow. 

With skiing as one of her 
many traits, Skadi hammers in 
this fact by entering the map 
on skis. This then lends itself 


to her Passive, ‘Born to Ski’. As 
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| Name | icon | type | Description 


Passive Being associated with skiing, it is only natural that Skadi 
makes her presence felt in SMITE on skis. Skadi gains 
momentum and increases her movement speed as she travels 
forwards. Strafing or stopping will reset this momentum and 
her movement speed will return to the base movement speed. 

Active 1 Skadi summons a wolf which temporarily circles 
around her. If an enemy is in the radius, the wolf will 
grab, damage and root the enemy in place for a short 
time. At max rank, a second wolf will spawn allowing 
two enemies to be rooted at the same time. 


Born to Ski 


Hunter's 


Best Friend 


Disappointing 
Past 


Vision of a 


Father 


Blizzard 


she travels forward (and only forward) Skadi gains 
momentum and, very much like actual skiing, her 
movement speed increases as this goes on. However, 
the slightest bit of strafing or stopping will halt the 
Passive and her movement speed will return to its 
original amount, also very much like actual skiing. 
This makes Skadi a very safe pick considering that 
her chase and escape potential Is built in to her 
Passive. The gaining of momentum does take time 
and for escape purposes, any potentially lethal attack 
towards Skadi must be predicted in advance to allow 
time for her Passive to build up. Juking must also 
be done only while moving forwards as any other 
form of motion will cancel this Passive altogether. 

As with most hunters, hunting Is carried out with 


some form of companion such as hunting dogs. It 
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Active 2 Skadi relives the memories of losing her father and 
having to marry Njoror. Angered by these events, Skaéi 
shoots out three arrows instead of one in front of her. 

Active 3 Odin placed Thiazi’s eyes among the stars in the 
sky. With her father watching over her, Skadi 
temporarily gains vision in a radius around her. 

Ultimate | Skadi creates a blizzard in a line in front of her which 
damages any enemy hit and applies ‘freeze’. When 
an enemy with ‘freeze’ is grabbed by a wolf, the 
enemy will be brought back to Skadi by the wolf. 


is no different with Skadi. In her 


case, the gods of SMITE are hunted 


———— 


down with the aid of her wolves 
through her first ability, ‘Hunter's 
Best Friend’. When activated, Skad6i 
calls upon her wolf which circles around her ina 
particular radius, searching for prey. If an enemy is 
in the radius, they will be grabbed by the wolf which 
applies moderate damage. In addition to that, the 
enemy will be rooted in place for a short duration. At 
maximum rank, activation of this ability will spawn a 
second wolf, allowing two enemies to be rooted at a 
time. ‘Hunter’s Best Friend’ provides Skadi with some 
control of her lane through the root crowd control 
(CC). Even though root is capable of immobilizing 


an enemy, not many would buy Purification Beads 
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solely for it unless it is really needed. Keeping this 

in mind, her first ability is almost always bound to 

catch an enemy. However, the radius would be rather 

small and Skadi would be required to be close to 

the enemy to pull the root off. Good communication 

with the Support can and will make this easier. 
Activating Skadi’s second 

ability will remind her of her 


‘Disappointing Past’. Memories 


of her father being killed and her 
marriage with Njoror angers her. 
With these emotions rising in her heart, she grabs 
three arrows from her quiver and shoots them all 
at once Instead of the usual one. This ability allows 
Skadi to continuously poke both her foes in lane at 
once. It is expected that the Support will be close 
to their Hunter for most of the laning phase to tank 
lethal damage or intervene when their Hunter 
is close to death. Using this to her advantage, 
‘Disappointing Past’ will allow for more damage 
per basic attack. In the best case scenario, both 
the opposing Hunter and Guardian will be hit. 
When Thiazi’s eyes were 
placed among the stars by The 
Allfather, it brings comfort to Skadi 


knowing that her father would be 


looking out for her from the skies. 
This feeling of comfort realizes itself in the form of 
her third ability, ‘Vision of a Father’. From the skies 
above, channelling this ability results in Skadi gaining 
vision in a larger radius around her. This ability 
works like a ward but only around Skadi. ‘Vision of a 
Father’ comes in handy when ganks are expected. 
While obtaining buffs from the jungle camps or 
farming in lane, activate this ability from time to 
time to warn Skadi of intruders. Ability number 
three fulfils the requirement of Skadi's Passive: 


early detection of enemies. This alarm call further 
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Having the occurrence of 
winter under her helm comes with 
its advantages. Gathering all of 


her control over this season, Skadi 


summons a powerful blizzard 
through her Ultimate, ‘Blizzard’. She creates a line 


of strong snowy winds In front of her. Any enemy hit 


44 THIS ABILITY 
ALLOWS SKADI TO 
CONTINUOUSLY POKE 
BOTH HER FOES IN 
LANE AT ONCE. 99 


feels the intense cold and will be heavily 
damaged. The enemy Is also applied 
with ‘freeze’. Using her Ultimate with 
‘Hunter's Best Friend’ will bring a 
secondary effect. Any enemy 
grabbed by a wolf while under 
‘freeze’ will also be brought back 
to Skadi for more punishment. 
This effect still counts 
as a root however. 
An enemy will still 
be able to attack 
while they are pulled 
back towards Skadi. 
The first thing to notice 
about Skadi's kit 
is that she lacks 
a waveclear. 
‘Hunter's Best 
Friend’ only 
works on 
gods, very 


much like 
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Artemis’s traps. Therefore, Skadi must depend on 
using Disappointing Past’ for early game waveclear. 
Releasing the arrows at a particular angle towards the 
minion wave will allow more than one minion to be 

hit at a time thus providing some form of waveclear. 
As previously mentioned, it will be useful to activate 
‘Vision of a Father’ when ganks are expected. With 


Skadi's Passive, escaping will not be an issue as long 


44 CHASING A FLEEING 
ENEMY CAN BE EASILY 
CARRIED OUT BY HER 
PASSIVE ENSURING THAT 
NO GOD ESCAPES THE 
GODDESS OF WINTER.79 


as knowledge of the enemy’s whereabouts are known. 
Whenever possible, activating her first ability can 
provide with some decent poke in lane but this must 
always be done at the right moment as it puts Skadi at 
as much risk as the enemy. Chasing a fleeing enemy 
can be easily carried out by her Passive ensuring that 


no god escapes the Goddess of Winter. ‘Blizzard’ can 
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also be used as an initiating tool. Starting off with 
her Ultimate followed by her first ability, Skadi would 
have control of nearly the entire fight. As her wolf 
brings the enemy back towards her, auto attacking 
should nearly complete the kill. However, this combo 
should never be used when Skadi is low on health. 
Bringing the enemy closer to her during those 
moments would be a bad idea in this case. In terms 
of teamfight potential, Skadi does not have much to 
offer to her allies except for ‘Hunter's Best Friend’. 
Entering teamfights with max rank of her first ability 
will be the most that she has to bring to the table. 
Skadi, along with her tools of the winter, is 
capable of turning the hunters to the hunted. On 
the Battleground of the Gods, Skadi once again 
seeks revenge against the death of her father, 
fueled by fury, armed with arrows. As we bring this 
entry of ‘In Theory’ to a close, Skadi must do the 
same upon her foes, with her father looking down, 


knowing that one day, he will finally be avenged. = 


Article By Timothy Tian 
Artwork By Michele Trocchia & Asim Shrestha 
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2 YEARS OF GAME ARTICLES 


Ah, the game Itself. The one thing that | can guarantee we all have in common 
(in greater or lesser degree of course}. So why not talk about it? Well, we wouldn't 
be the SMITE Official Magazine If we didn't, so it’s no surprise we covered it quite 


extensively. Below you will find why these three pieces made it into this best of. 


4-Man Conquest Queue - Ash ‘ShadowV3n0m’ 

The newer players amongst you might not know that for the longest time it 
was not possible to queue Conquest with a four man party. When talk of enabling 
this arose, so did concerns and worries. This article tackles most of those quite 


well, and it showcases how a culture within a game can change over time. 


NA vs. EU Meta Styles - Ralph Babunga 
North America and Europe have always had a friendly [and sometimes not-so-friendly) 
rivalry. Part of this is the differences in meta between the two regions, and which meta is the 


better one. While well over a year old, some parts of this article still hold true today. 


Versus: Pretending to be a Pro or Learning from the 
Best - Janner Schelle & Jorg van der Velden 

Watching pro players’ streams Is arguably one of the better 
ways to learn about the game, aside from playing it. But is (blindly] 
copying what they do sufficient or is there more to it? This 


article tries to find the answer as Tanner and | duke it out. 


4-MAN CONQUEST 
QUEUE 


n this piece I’m going to be looking over 

the reasons as to why we currently do not 
have 4-Man Conquest Premades (4-MP for future 
reference) and food for thought that may help 
change that. As of right now, partying up as four 
people and wanting to go into Conquest is ano go 
(unless we luckily get a Match of the Day (MOTD)]) 
which is unfortunate. What sort of reasons do we 
have for not having 4-MP in Conquest right now? 

Whilst in the past we have actually had 

4-MP in Conquest, the reasons [or rather 
problems) as to why we now don’t have 


that option may be mentioned below. 
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TOXICITY TOWARDS THE ONE 
PLAYER OUTSIDE THE PARTY. 


This is an untypical scenario where the 4-MP 


are going to side with each other in most scenarios. 


Should any conflict happen between the team, 

it will most likely end up with the 4-MP against 
the person solo queueing, which doesn't make a 
good experience for the one person who Is in that 
situation. There isn’t much to be done about those 


sort of situations, except hope that these things 


work themselves out and toxicity lowers over time. 


A counter argument to this is what about 


other modes? In the Normal Joust queue, you 
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can go as a 2-Man Premade and essentially be 
in the same situation with the solo person, with 
it being ‘two against one’. Same for Siege, you 
can queue as a 3-Man Premade and be ‘three 
against one’, should these situations occur. 

It's not a great way to look at things, but why 

is Conquest the exception when other Normal 


modes could have this happen in their games? 


THE ONE PLAYER OUTSIDE OF 
THE PREMADE IS FORCED INTO 
AROLE THEY DO NOT WANT. 
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This would be during the lobby phase, where 
| 
the one person solo queueing may not even know 
i 
they are a premade, which is exactly the point | 
| 
want to bring up. Unless it’s obvious (names are 
i 
\ . . 
all similar such as NameMe123 and NameMe124) 
| 
| , eu 
or they say it themselves, you aren't going to know 
i 
they're a premade until you load into the game, 
| 
| 
| 


and even then that isn't certain unless you see 
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four clan tags, where it’s pretty much confirmed. 
It's not just the 4-MP that can force you into a 
role; that could happen out of nowhere, premades 
don’t even need to be around for that to happen. 
Unfortunately, this is similar to the point 
above where not much can be done about it 
because this is something that players will do. 
It’s not great, but this is not something that 


occurs just inside the 4-MP world, surely? 


ASUPPOSED HARDER TIME CREATING 
EVEN MATCHES WITH 4-MP IN 
PLACE, I.E MATCHMAKING. 


A day-to-day topic involving anything in SMITE is 
the Matchmaking. Unfortunately, the only thing we 
as players can do to give the system an easier time 
at creating even matches is to avoid using alternate 
accounts [so having your Diamond ranked friend 
play with you on your level five account is a no go). 


Aside from that, we can only hope that we get as fair 
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a match as the system thinks it gave us, because 
that’s all it tries to do. No match is purposely set out 
unfairly, the match is created with as far a match in 
terms of the ratings each player has as possible. 

So if you want to avoid ‘broken’ or otherwise 
unfair matches, avoid altering your premade in 
terms of what account you have, maybe even who 
you Invite as well. You or someone else might be 
the highly ranked player or sitting on the alternate 
account, but are you all prepared for either one of you 
to be slaughtered or get the flack for dominating? 

But overall, this is not specifically 
a 4-MP problem, and so again why Is 


the fourth player being left out? 


CONTROLLING THE SURRENDER VOTE. 


A big reason as to why premades are probably 
not too well liked overall is for controlling the 
surrender vote either way. Want to get out of a 


game but there's a premade hitting no for reasons 
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that are perhaps unjust? Maybe you wanted to 
continue playing but the premade quickly got you 
out of a game because they decided that’s how 
it’s going to be? Both happen within other game 
modes, and can even happen In Conquest in the 
form of a 2 or 3-MP denying a surrender vote when 
it may have gone through with other solo players. 
Now this is not to say that it’s okay for any 
of the above situations to happen in other game 
modes, or Conquest itself, but we allow smaller 
premades to control the surrender vote via 
denying. Could we really justify not allowing 4-MP 
in Conquest on the basis of them being able to 


control the surrender vote via instant F6? 


STACKING REPORTS ON THE 
PERSON WHOIS SOLO. 


Similar to the toxicity point made above, there 


is theoretically nothing stopping the 4-MP stacking 


reports on the person outside of the party, for 
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reasons that may or may not be legitimate. With 
this situation, It could actually go both ways. If the 
solo person actually did need reporting, then that’s 
four more reports going the way of good. However, 
the idea here is that the stacked reports on the solo 
person are unjust and should not have been filed. 
Here we have faith in the report system, as it is 
likely to be known that the four quick consecutive 
reports against a player will be from a premade. 
Just because multiple reports were filed 
against a player on one [possibly more if they meet 
multiple times] occasion doesn’t automatically 
mean action will be taken against the unfortunate 
solo player. Each case would be looked into, those 
who are actioned against have had it happen for a 
reason, so a premade filing multiple reports for just 
or unjust reasons will not change the end result. 
So how would a fourth person inside a premade 
affect this, since any form of premade or evena 


bunch of solo players can have the same effect? 
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WHY NOT JUST GRAB ONE MORE FOR 
AFIFTH AND CHANGE QUEUE? 


Another common reply as to ‘fixing’ the 4-MP in 
Conquest problem, is to just grab one more and go 
into the Normal: Conquest Pre-Made queue. Well, 
whilst that may work, sometimes not every premade 
of four can find a fifth, or perhaps there isn't a willing 
fifth person to join. In either case, you can't round 
it up to five magically and so you are then at a loss. 
No fifth to go into a different queue, and the ordinary 
conquest doesn't allow four people in a premade. 

This doesn't happen for any other mode, and 
whilst it is understood that Conquest is the main 
mode of SMITE, hence the separate queue for a 
9-Man Premade, that should just stop them going into 
the ordinary Conquest queue and not a 4-MP, right? 
Let’s say that you did manage to find a fifth person 
though, and you start to queue up for a Conquest Pre- 
Made game. These queues are considerably longer 


overall compared to any other game mode in the 
The Official SMITE Magazine Issue #24 


normal mode category. This can be tedious and have 
an effect on the overall experience]. It then might 
be the case that the banning and drafting phase is 
totally new, which isn't an element that is sampled 
in the normal category. You might then find yourself 
against a premade with a lot more preparation under 
their belts, more synergy and even more used to 
competing on a higher level. A bunch of friends from 
outside the game socialising going against a practiced 
and competing team may not be fun for either side. 
So if the answer is to simply grab a fifth just to 
compensate for the exception of the fourth player, 
is the experience going to either be the same or as 
enjoyable overall? Possibly not, it’s a workaround. 
Now there may be some other minor points that 
have been missed, but these seem to be the bigger 
reasons relating as to why 4-MP in Conquest aren't 
currently allowed. Perhaps we can see a change In 


this, and hope we don't have to leave one behind. m 


By Ashley Eaton-Jephcote 
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NA VS. EU META 


AND STYLES 


ormalcy exists anywhere, in ones daily life, 

N within a program, within activities as well 
as within a game. The normalcy within most MOBAs 
has come to be known as the “meta”. What makes 
the meta, what breaks the meta? Who establishes 
this order within SMITE? How are metas different 
between regions? Have any of you wondered these? 
| sure have and | think | have found the answer. 

A “meta”, within SMITE and games in general, 
refers to how the game is played by the players. 
Things like popular strategies, which Gods to use, 
which Gods to ban, who goes where and what does 
that person do in their position in order to contribute 
to the team’s success. SMITE as a whole has a 
general meta, consisting of 5 classes each with their 
original designed purpose. Guardians are built to be 
support characters, tanking up damage and engaging 
in team fights that favor your team. Hunters are 
Attack Damage Carries, they farm up and deal heavy 
damage, not with their abilities but with their basic 


attacks. Both belong in the long lane, to protect each 
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other. Mages find their home in the Mid lane. They are 
heavy burst ability users which rely more on landing 
their abilities to do more damage. Assassins lurk 
within the jungles, attacking from behind and catching 
you off guard. Last, but certainly not least even after 
their hyper nerf, the Warriors. Relying on no one else 


they reside in the solo lane, a 1v1 battle. they are 


46 A “META”, WITHIN 
SMITE AND GAMES IN 
GENERAL, REFERS TO 
HOW THE GAME IS 

PLAYED BY THE PLAYERS.79 


tanky deal damage all the while soaking it as well. 
Some might consider one of them to be overpowered 
but that is all personal opinion. This is what makes 
up the basic skeleton of Gods in SMITE, set by HiRez 
and their designs, nevertheless, bones are meant 

to be broken. As a player base we have broken set 


roles and have mixed and matched roles with Gods, 
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putting Mages in the Jungle and Hunters in solo lane. 


Each region, North America (NA) and Europe (EU), 
with its own opinion of who's overpowered and which 
isn't worth a minute of their time, which strategy to 
use at what time and what is considered great risk 
for low reward. We have defined the meta of SMITE! 
The two major regions, NA and EU, have had a 
major impact on the normalcy we call meta today. 
They have defined which Gods excel in which places. 
As well as which items work well within these 
roles. Although just because one region states that 
one composition, or strategy, works over another 
the other region might have some conflicting 


arguments, and that is what we are here to discuss. 
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NORTH AMERICA (CONTAINING THE 
UNITED STATES AND CANADA) 


Within North America the basic SMITE skeleton 
exists. General roles go to the Gods that have been 
designed for such a role, as explained above. In spite 
of that, there have been several tweaks to this that 
continue to change even today. Ymir, for example, 
finds his home as a support but due to his passive, 
which increases his basic attack damage, can also 
jungle quite efficiently. Warriors in the support role 
have also become quite popular, as seen greatly with 
Hercules and Sun Wukong in the support role. Not 


only are they tanky enough to soak up damage and 
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initiate, but can clear the wave amazingly early game 
and rotate just as fast if not faster than the Guardians. 
Mages have been moved to the solo lane as it works just 
like mid but without the pressure of another lane from 
either right or left depending on which side you start on. 
Very few Mages, Freya and Ao Kuang, are suited for the 
jungle or ADC roles. It is honestly one big mishmash of 
roles within this region, bringing a unique touch as well 
as some real fun to the “Battleground of the Gods”. 
Styles of play within this region are usually 
aggressive, maybe it is due to the NA culture maybe 
not, but one can expect to see several invades early 
game, immense collapses on one God on the enemy 
team to secure an objective as well as courageous 


tower dives that, in all honesty, should not be possible. 


EUROPE (CONTAINING ALL COUNTRIES 
WITHIN THE CONTINENT OF EUROPE) 


Most would agree Europeans can be weird, this 
is shown through their play style. The European meta 
usually consists of wacky compositions, popularizing the 
famous TankRir, Fenrir within the Support Role. They 
have not only brought about interesting composition 
but also interesting strategies. In general they have 


moved the Assassins into places you'd not expect, Solo, 


Support, ADC, pretty much anything but Jungle. A lot 
less aggressive than their NA counterparts, EU is mostly | ‘ 
about zoning, a form of intimidation, in order to bring 
out the other team and force them to make the first 


move. Patience is the name of the game within Europe. 
CONTESTING OBJECTIVES 


In regards to objectives, the Gold Fury and the Fire 
Giant, EU zones the objectives more often than not. They 
do not immediately engage on the objective but they 


do bait the first move from the enemy team in order to 
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find an opening to eliminate any threat of contesting. 


NA, yet, more often than not wastes no time and 
engages immediately when they get the chance, 


and any threat gets immediately exterminated. 


GENERAL PICKS AND BANS 


Bans within the North American region often 
focus on late game, more specifically single target 
damage. More often than not, Cupid, Xbalanque, 
Serget are banned all due to their immense 
presence and high single target damage output. 

Bans within Europe focus on teamfights, 
usually because of Europe being a more teamfight 
oriented region. Gods like Poseidon, Sylvanus 
and Cupid are banned because of how they have 
AoE ultimates. All heading towards entire team 


kills, based on team synergy and coordination. 


PLAYSTYLES 


NA 
Aggression within the North American servers 


is rampant, early invades, as well as unprecedented 
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tower dives make NA one heck of a battleground. 


Working on the principle of “high risk high reward” 


NA makes gaining kills due to bravery quite satisfying. 


EU 

Zoning and patience describes the European 
server quite well. Seldom taking risks but rather 
waiting for an opening to present itself then 
striking when the tron is hot. Not wasting a single 
moment in the process of swift elimination. 

Anything can change, including the meta. 
Pre-season 2 players believed that the set meta 
would never change. HiRez however has done an 
outstanding job at proving them wrong, shifting 
the meta on its head and changing everything 
players thought they knew. The meta is not written 
in stone. We as the Player base hold the ability to 
change it through skill. The power to break it, to 
change it belongs to you. So you go out there and 
show people that unconventional comps work. 

That is all fellow SMITE’rs, 
until next time [VVGG] m= 


By Ralph Babunga 
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VERSUS: PRETENDING TO 
BE A PRO OR LEARNING 
FROM THE BEST? 


This time in Versus were going to discuss the 
pros and cons of watching pro players’ streams 
and copying their builds and behaviors in game. 

How does watching these players benefit 
the casual’ players of SMITE? What can go 
wrong when you copy the pros step by step? 

If you want the answers to these questions, or 

just something to mill about, keep reading! 


J: Before we dive into the discussion itself, it might be 
wise to introduce ourselves. I’m Jorg ‘GreyAethelwulf’ 
van der Velden and you might know my name from 
most of the God Re-Envisioned articles. Let’s not 


talk about age. Please don't. Let’s just say that I’ve 
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consciously experienced the release of Zelda: a Link 


to the Past, and played the game right after release. 


T: Alongside the wonderful Jorg van der Velden 
will be myself. | am Tanner Schelle also known 

in the SMITE world as Ignorantsloth. You may 
recognize my name from some of the “Who is” 
articles, as well as some of the more eSports 
centered articles. Of course | can’t leave out that | 


am also one of the faces behind Turnip eSports. 


J: As you have read in the introduction, watching 
pro players’ streams has some pros and cons 


attached to it, though | think the cons do not outweigh 
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the pros. Pro players are very experienced 
players, most of them have been playing the 
game since early beta, and are thus deeply 
familiar with the game. This understanding 
allows them to do things instinctively that 


most other players can only dream of. 


T: That automatically makes it such a great reason 
to watch them for builds and strategies. They 
have many more hours than the average player, 
Spend more time out of the game strategizing, 
and are generally more skilled at SMITE than the 
average player as well. Looking at a pro player 
and analyzing or listening to their strategies 


is a great place for any player to get started. 


J: However, just blindly copying a build or 
strategy, and not knowing why they made 

those decisions, can be detrimental. Maybe 

you encounter a lane opponent that requires a 
Specific item to be built, or to adjust your play 
style. It’s nigh impossible to explain all the details 
they spend hours upon hours theorycrafting 
while streaming and playing the game. The 


“what” is worthless without the “why”. 
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T: Jorg brings a very good point. “The 
what is worthless without the why”. 
That is an extremely important reason 
to watch the streams and listen to 
what they have to say about it. Most 
Twitch streamers read the chat and 
will answer your questions. Rather 
than just dip into the stream, check the 
build and leave, it would serve you best 
to understand the point of the build or 
the reason behind their strategy. They 
have so much more experience than the 
average player and should have sound 
reasons to their build or strategies. So 
if you are going to follow a pro player 
make sure you try to fully understand 


the reasoning behind their actions. 


J: One important thing to remember 
though is that not everybody does what 
Tanner just explained. There's quite a big 
group that just jumps ona stream ora 
site containing builds like tiermonster. 
com, copies the build and expects to 
win. These unrealistic expectations 

can lead to a lot of saltiness between 
players, resulting in the spamming 

of ‘NOOB’ and ‘L2P’ (learn to play) in 
chat. Sarcastic use of the VGS Is also 

a common sight because of this. This 

is also known as blindly following the 
meta, which Is usually set by the pros 
because of their experience and esteem 
within the community. Needless to say, 


this is something to avoid at all costs. 


T: The lesson is then if you are going to 


follow a pro’s build or strategy, make 
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sure that you do your due diligence to understand the 
full reasoning behind their method. Also try and do 
your best to make it your own. Many times one or two 
items are situational and not every strategy applies to 
every game you may be in. Be smart and make your 


own decisions about your build and your strategies. 


J: Excellent point! Take your time to learn what the 
pros have to tell you, but don't just blindly follow 
their lead. Experiment on your own, break the meta, 
find out what works for you and stick with that. Just 
make sure you keep communicating and let the 
people around you know what you're doing. SMITE 
is ateam game, but it’s you, the person behind the 


screen, that does the playing. Personal style is a 


j 
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huge factor in how effective you are, and can make 


the difference between winning or losing a match. 


T: | think that is pretty much what is all comes down 
to then. Follow whatever builds and strategies you 
want, but be mindful. When playing SMITE play 

the way that feels best to you. If you are following 
someone else's strategy and it seems to not be 
working for you or it doesn’t feel comfortable, then 
stop playing that way. SMITE can be very competitive 
and there are sure fire builds for most of the pros 
but sometimes trying something new Is refreshing. 


You never know, you may just make the new meta. 


By Tanner Schelle & Jorg van der Velden 
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2 YEARS OF PEOPLE 


What is a game without people to play it, talk about it and in some cases even make a living 
out of it? Not a lot, that’s what! So the people who play, work on and generate content about 


SMITE deserve to be highlighted as well. Here are the three that came out on top for me. 


Hi-Rez Kaostic Interview - Julian Wolstencroft 
Of course we need to highlight talking to the company that made this amazing game, but this 
particular employee holds a special place in all our hearts. Kris ‘HiRezkaostic’ West is the former 


Editor of the SMITE Official Magazine and the one who set up this project two years ago. 


Anxiety Spotlight - Devon Boyette 
This article hit me hard the first time | read it. Not just because of the 
topic, a silent but very real problem in the competitive world of SMITE, but 


especially because of the open-hearted nature of the article. 


Staff Q&A: Holly ‘Kisekii’ Webster and Timothy ‘Tim63’ Tian - Jorg van der Velden 


I'm going to cheat a little here, as these are two articles instead of one. 


But | simply could not choose with staff member to highlight over the 
other. Not only are they both long-standing members of the SMITE 
Official Magazine staff, but they are currently also the Production 


Managers that assist me in putting this together every month. 


AN INTERVIEW WITH 


HIREZKAOSTIC 


Before we dive into the interview, tell us a 
little about yourself and your job at Hi-Rez. 
I'm Kris, also Known as Kaostic, and I’m one 
of the three Community Managers at Hi-Rez 
Studios. I’m British and work from home, but 


please don't hold the former against me. 


What would you say 
are your primary 
tasks as Community 
Manager? And does 
working from ‘across the 
pond’ influence your work? 
When people from outside 
the SMITE community ask 
me what exactly it is that | 
do, | find it a little difficult to 
answer entirely because it’s 
a fairly varied role. At the 
moment, my main duties 
are monitoring what the 
community Is saying on 
Twitter, Facebook, Reddit 
and the Forums, and 
then communicating 
that back to the studio. | 
also assist with the 
communications out to 


the community. 


As for working 


from the UK, It’s 
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By Julian Wolstencroft ~~~ 


definitely something that is taking a bit of getting 
used to. I’ve worked from home for the past two 
years, but I’ve always worked with other people 
that also work from home, or who work in their 
Spare time when they're not at their full time job. 
This position has me working with people who work 
in the same office as each other, which means 

I'm quite often playing catch-up on impromptu 
meetings that happen over a coffee. The bonus to 
this, however, is that | very rarely get pulled into 


a random meeting, disturbing my work flow! 


You’re not just the Community Manager for Hi-Rez, 
but also the Editor of the Official SMITE Magazine. 
How were you initially introduced to gaming 
journalism, and how did you get involved in SMITE? 
So to cut a long story short, I’ve been working in 

the ‘games journalism’ scene for the past six and 

a half years. | was playing Far Cry 2 and decided 

| wanted to write about it so ended up stumbling 
upon a website called GameOn. Contacted them 
and asked if | could write a review for them. They 
were more than happy and so | did. It was awful. 
Like, honestly, it’s a terrible review. It’s still on 

the website and it’s referenced at least two or 


three times a month in our staff meetings. 


Anyway, | sort of just grew with this company and 
took on more and more responsibilities as time 
went on, eventually leaving my office job to work 
full time for them. This leads me nicely on to how | 


got involved with SMITE. When | left my job, | took 
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quite a substantial pay cut, so | was quite thin on 

the ground in terms of finances. This meant that 

| stopped buying games, and | get really bored of 
games really quickly, so | buy a lot! | was on YouTube 
watching a random Yogscast video and it happened 
to be a video on SMITE. | was interested and at 

my then-girlfriend’s house so downloaded it and 
gave it a shot. Six hours later | had an addiction to 


SMITE, a pissed off girlfriend, and a back ache. 


The Official SMITE Magazine isn’t the only magazine 
that GameOn makes, and there are a couple 

that follow the same basic format. How does the 
Mag distinguish itself from all the others? 

The thing that | have always loved about the 
SMITE Magazine opposed to the other products 
produced Is that it’s completely self-sufficient. All 
of our magazines are “Community Projects” and 
we have members of the community come in to 
take part in it, but the SMITE Magazine, | believe, 
is the only one that hasn't needed some sort of 
persuasion of staff. People are constantly asking 


how they can join this magazine (which, by the 
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way, doesn’t bother me at all - that’s not sarcasm] 
and it means there is always a steady flow of 


fantastically talented people joining the project! 


Comparing the first issue and the one that 

this interview appears in, the Mag has 

changed considerably over the last year. 

What kind of changes and growth do you 

anticipate in the future of the Mag? 

| honestly have no idea. This project took off more 
than | had ever imagined it would, and | couldn't be 
more proud of it. If | had to take a stab, I'd say moving 
to Apps and making the magazine a much more 


interactive experience would be the next logical step. 


Could you tell us a little about the process 

that you go through when choosing the 

content that enters the Mag? 

Sure - it starts before the previous issue of the 
magazine comes out (launches on the 23rd, we 
start planning around the 20th for the next issue). 
The Production Managers (which, by the way, are a 


God-send] will talk to the staff and see what it is that 
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they are interested in writing about that issue. They 


will then compile a list and we will have a meeting 
where we discuss these choices. We will usually then 
add in a handful more pieces that are slightly more 


topical and then distribute that work out to the staff. 


There's a lot of balance necessary around the content 
that goes into each magazine, as we try to appeal to 
the entire of the community, not just small niches. 
This means that we need to get a nice balance of 
artwork, theory-crafing, fiction, opinion pieces, and 
guides. We don't expect every reader to engage with 
every piece of the magazine, but it’s nice to be able 

to go back through a few times and find something 


new that you didn’t realise you were interested in! 


You didn’t always work for GameOn, and 

I’m curious to what you did before that 

time. Could you elaborate on that? 

I've honestly had a fairly easy life in terms of careers. 
| just sort of fall into them. Before | worked for Hi- 
Rez and GameOn, | worked for Visa Europe [the card 
people] as a Higher Apprentice. | moved around 

the company across about six different areas from 


Customer Support to Business Intelligence to 
The Official SMITE Magazine Issue #24 


Project Management. The scheme was there to give 
apprentices a large amount of knowledge about the 
entire company. Unfortunately, six months from my 
graduation, | realised that it wasn’t really for me and 


dropped out to join GameOn full time. On the bright 


side, it seemed to work out pretty well for me overall. 


One final question before we sign off: What tips do 
you have for those who aspire to be Community 
Managers or Editors/Journalists themselves? 

I'd probably say that same thing to both: Don't 

limit yourself by saying no to things. If you're in an 
industry that you are passionate about, be it gaming, 
entertainment, plumping, whatever, if you are given 
an opportunity to try something new or take on more 
responsibility, just go for it. The worst thing that can 


happen Is that you continue doing what you're doing. 


As self righteous as it may sound, I've just 
always said “Yeah, | can do that”, at least 
where the gaming industry is concerned. If 


all else fails, Google is your best friend. = 


By Julian Wolstencroft 
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ANXIETY SPOTLIGHT 


By Devon Boyette ~~~ 


started my MOBA career several years ago, with 
| League of Legends. I'd dipped into the genre 
before, but only as dips, never a full immersion until 
that time. And | gotta tell you, | enjoyed it. I've always 
enjoyed RTS games, but when playing WarCraft 3 
| really felt a dissonance between the traditional 
unit-commanding gameplay and the leveling RPG- 
style hero progression. If only they could have been 
separate games altogether... and now, here we are. 
When | started playing, | did so as a metaphorical 
child, full of energy and vigor, always trying new 
things and learning the lay of the land via curiosity 
and exploration. But, as time went on, | noticed a 
couple of problems emerging in the way | played, 


or rather the way | didn’t. As my team began to 
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rely on me more and more, as the expectation 
of skilled play rose, | started to get get nervous. 
| worried constantly about whether or not | 
could do well, or how | would be perceived. 

lll be the first to admit that many games have 
a community that doesn't help this, but it went 
deeper than that, for me; it was about the nature 
of the game. By definition, MOBAs are team-based 
objective control contests, equally about fighting and 
killing enemies and making smart, strategic plays. 
They require an immense amount of knowledge in 
comparison to similar action games, and have a 
steep learning curve. So even as | learned said curve, 
so to speak, | found that my self-doubt grew, and | 


became anxious even at the mention of playing. 
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So what does this mean? It means that by 
the time | found Smite, | could become a shaking, 
jittery mess even at the mention of playing against 
people, and had felt like that for a while in my 
League days. Even when | worked up the courage 
to throw myself to the wolves, it left me at the very 
edge of my nerves, turned normal frustration into 
rage at myself, and calm chat into a salty mess. | 
never became toxic, but that was another worry- 
-what if | did? What if it was just too much for me 
to handle? It would really bother me if | ended up 
taking my problems out on someone else In-game. 

Well, there came a time | noticed where even 
talking about playing or, Gods forbid, getting into 
Ranked, made me physically sick. | decided then that 


something had to be done, and I've spent my time 


since then working on overcoming this issue. | feel 


like I've come a long way since those days, and even having just one superior player isn't enough. On 
now | can get into and enjoy a few matches without the other hand, MOBAs have such small teams 
it feeling like my wedding day. To that end, I’ve seen that every member becomes vital. Having people 


anxiety to some degree, and many that are too afraid 


or worried to try Conquest. That’s where | come in. 
lll share some of my tips and experience working 


through this issue in the hopes that it can help others. 
WHY IS THIS A THING? 


For me, the anxiety hits because | know 
ILL be going into a game where a smaller 
amount of people personally rely on me. 
| don’t have this trouble with any other 
multiplayer game or genre I've played, 
even ones that emphasize teamwork, partly 
because games like Smite have much more 
dependance on each individual member. 
There's an entire genre of shooter where you 
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Another problem is the steep learning 
curve, one that can help isolate players from one 
another. It’s nothing like the more difficult side 
of the strategy game world, where you can take 
months and months of dedicated play to get the 
hang of some strategies or overall goals; but, 
MOBAs are also a lot easier to get into on the 
surface for new players, and it’s easier for less 
experienced players to get matched with veterans. 
This means you have a pretty tense atmosphere 
where the slightest mistake from one person can 
throw off a lot of games, and the air in the average 
match can be rich with barely restrained, high-string 
players ready to tilt. It's one reason why the genre 
is so Steeped with so-called toxic players. And it 
certainly doesn't help people who make mistakes 


when this is the end result they can start to expect. 


HOW CAN I CHANGE THIS? 


It was tough for me, but I’m always a little 


hard on myself. Over time, | figured out that there 


CO 
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were patterns | could follow and tricks | could 
use to get myself to play--not to force myself 
when | really didn't feel like it, or when | knew | 
couldn't coax myself into enjoying It, but to want 
to play when | normally wouldn't, ways to make 
the game worth overcoming my anxiety. 

The easiest of these was getting a friend to 
play. His computer can’t handle Smite--yet--but 
for League, | started playing largely when he could, 
and letting his own excitement overcome my static 
worry. Working as a premade also meant there 
was someone | could count on to help me out when 
a teammate might not, or someone to help when 
another player got toxic. Someone | didn’t have to 
worry about disappointing. And that was huge. 

| never had this for Smite, but I'd also come to 
terms with a lot of my worries through repeated 
play. | found that some secondary game modes 
are considered less serious by large portions of 
the community, and so there can be people more 
willing to forgive mistakes or actually help out, 


making it easier to get into even when this wasn’t 
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the case in the end. Smite has plenty of these, 
and the Match of the Day helps even more, since 
it’s often just silly and designed to be fun. 

Having fun Is, of course, the biggest contribution 
you can muster for overcoming your general 
gameplay woes. Finding a particular God that you 
enjoy playing, or finding a Clan to join that has 
members for you to play with, these can help. 
Friends that want to invite you to play can also 
be a huge help, providing you both incentive as 
well as a safe space to play in. Everything that 
makes playing less of a strain works. Special 
events and gem weekends can even help with 
this, touting a reward for playing that makes It 
hard to pass up, and these rewards hold true 
even if you have to work towards them. 

For me, the SPL ticket was a major boon for 
my playing. Getting FP and working towards those 
rewards was one of the main factors towards 
helping me ease up about playing Smite, giving me 
a longer-term goal to work towards at every tier, 
The Official SMITE Magazine Issue #24 
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and a reason to keep playing when things got bad. I’m 


only at about 9,000 FP or so right now, as compared 
to many players with over 15k, but every time | see 


that number, it makes me proud that I’ve come so far. 


SHOULD I PLAY CONQUEST? 


| know there’s a lot of people out there hesitant 
to touch Smite’s premier mode, with so many uptight 
players involved, and so much riding on every match. 
| feel you, | do--but this isn’t Ranked. Conquest, 
main game mode or not, is designed to be enjoyed, 
and to that end, I'll say that you should 100% try it. 
But, if you don't see yourself enjoying it, then you 
can skip it, and stick with whatever you enjoy more. 
Learning Conquest can be a pain for the new, 
or the uninitiated, but getting help can be as simple 
as asking In God selection, or as | mentioned before, 
finding a friendly Clan member to help out. Start 
with a god you're comfortable playing, or in an easier 
role until you get used to the map. And coming from 
Siege can help, despite the mode's differences- 


-and the upcoming Clash seems to be designed 
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specifically to ease players into Conquest gameplay. 

And, if you don't have any tricks, you can always 
just dive in, go head-first and play. Pay attention 
to tips and criticism you get, ignore and mute the 
haters, and do your best. | think the best thing | can 
say here Is that everyone has bad matches, everyone. 
No pro player is undefeated. No one gets to the top 
without some losses and some throws. And every 
team that goes to Worlds can’t win. You do your best, 
and if you lose, you just move on. Learn from it. It 
might sound cliché, and it is--but clichés are popular 
for a reason. There's usually something there. 

At the end of the day, the anxiety you feel is your 
own personal beast. You buy it, you tame it, and when 
you're at home and ready to play, you feed it and 
maintain it. | learned the hard way that it can only do 
what you let it, and it does still bother me, but | can't 
and | don't let it keep me from playing Smite. All of 
these tips might help--and | hope they do--but only 
you can decide when you've had enough, and the 


anxiety isn’t enough to stop you from having fun. 


By Devon Boyette 
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STAFF QNA: HOLLY ‘KISEKI’ 
WEBSTER 


Let’s start off with the cheesiest question And the last overly predictable question: 


By Jorg van der Velden ~~~ 


of all: How did you get into SMITE? Who's your favorite god and why? 
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Projared (a Youtuber) bunny tho}, but I’d have to honestly 


around the time that Janus was say Poseidon. | love his design, 
released, who had created his kit, just the god in 
a video on the basics of general. A big part of the 
SMITE. My boyfriend 


started playing and 


appeal is the fact that | 
grew up on atiny island 


told me | should give surrounded by the sea. 


ita go, sol did. :D It sounds kind of weird 
but Poseidon reminds 
What was it me of home a little bit 


about the game that and that’s why | feel so 


got you hooked? comfortable playing him! 
Chang’e! But seriously, 
| loved the third-person How would you describe 


aspect. | never liked the 


ee Ss F your art style, and how 
a = Artwork by Maria Manrique Ccopa did you learn to draw? 


I'd say typically anime- 


top-down panning type of 
gameplay from other MOBAs. 


The over-the-shoulder camera inspired. At the moment 
was great, made me feel really involved in the game lam really enjoying putting small details into my 
and | hadn't had that in any other MOBA before. images and working intricately with shading. | was 
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doing digital paintings last year and | felt like a lot 
of the details | included in them got lost within the 
complexity of the paintings. Cell-shaded stuff is 
neat, clean, and my kind of thing. As for how did 
| learn, | got into drawing as a really young kid. | 
had a lovely book of Greek Myths (funnily enough!) 
that had some beautiful illustrations and | used to 


draw them. | think that’s probably where it started! 


How did you find, and eventually get to 
work for, the SMITE Official Magazine? 

| found a recruitment post by Kaostic on 
the SMITE Reddit around September of 2014, 
| think. | emailed him as fast as | could saying 
“PLEASE HIRE ME”. | was really excited to work for 
something like the SMITE mag because | thought 
doing regular drawings each month would help 
both me improve my art, and also maybe It would 


eventually get me noticed by Hi-Rez-senpai. 


What is it about working for the 
Magazine that you enjoy most? 

My favourite thing has to be skin concepts 
- there is no limit to what you can create for 
the Gods In-game, you can really go ham and 
design all sorts of stuff. | also drew a piece 
for the God Re-Envisioned article once, that 
was fun too! Changing up a God you know to 


something totally different is pretty neat. 


And conversely, what are some of 
the challenges that you encounter? 

I'd say time management Is the hardest 
thing for me. As well as the SMITE Official 
Magazine work | do | manage my own Twitch 
channel, Discord community and freelance 
commissions. Squeezing everything in can be 


really, really difficult for me sometimes! 
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You're not only an artist for the mag, but also a 
Production Manager. How did that come to pass? 

Yes! | think because the magazine is getting 
busier it was a good idea to look around for an extra 
pair of hands to help out with things. | think perhaps 
because I've been with the magazine for over a year 
that was why. Consistently creating art and being 
active within the team are other things | think really 


helped out with stepping up to Production Manager. 


Your art for the Magazine isn’t the only content 
you create as you also stream regularly. What 
kind of content can people find on your Twitch? 

| stream a bit of everything. Sometimes it is 
fanart from Final Fantasy 14 - a game which | play 
a lot, SMITE magazine work, skin concepts, anime 
fanart, or commissions! | stream a lot of different 
things but due to the nature of my art a piece 


sometimes only takes one or two streams to finish. 
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So usually there’s always something new to watch! 
I'd like to also mention my HamFam, which is a 
community that has built up around my streaming. 
They are wonderful, genuine and friendly people 
and make up as much of the stream as | do. Our 
channel is very ham-themed - my cat in real life is 
called Ham. Sometimes there's a video feed of her 
called the HamCam, we have Hams as a currency 
and run mini-games called HamHeists. It’s really 
great. Everyone has a good time all the time - some 
people come for my art, or come for the community, 


or both - but you'll definitely have fun either way! 


Any tips or advice you want to give 
people that want to start creating content 
for SMITE or gaming in general? 

| would say have somewhere to put your art 
online, so deviantART or Artsation is a good idea. 


Once you've got some stuff in your gallery mail it over 
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to one of the editors saying why you'd like to join the 
team. Everyone is really lovely, if | could get in then you 
can! As for getting in to SMITE, get in game and have 
fun! Pick a God you like the look and/or sound of and 
go ham! Take advice where it’s given, ignore any salt 


thrown your way and have fun! SMITE is a great game! 


Final thoughts or shout-outs you want to share? 

Shoutouts to the HamFam! Especially our fellow 
SMITE community members SaucyKaz from the 
SmiteGuys and artist CherChen! Thank you Jorg for 
doing this interview with me and Cuti for the art! Hope 
everyone reading this enjoyed the SWC and have a great 
time in-game! May the hams be ever in your favor! 

DeviantArt: http://kisekii-i.deviantart.com/ 

Twitch: twitch.tv/kisekii 

Twitter: (aKisekii_i 


By Jorg van der Velden 


pa 


The Official SMITE Magazine Issue #24 The GameOn Magazine 


EX ‘ | | 2 | IC | F SSS SSS 


STAFF QNA: TIMOTHY 
‘TIM63’ TIAN 


N 
ae) 
\ 
| 
N 
| 
N 
: 
N 
| 
N 
| 
N 
| 
N 
: 
N 
| 
N 
| 
N 
| 
N 
: 
\ 
| 
\ 
| 
N 
| 
\ 
: 
\ 
| 
\ 
| 
N 
| 
N 
: 
N 
| 
N 
| 
N 
| 
\ 
| 
\ 
| 
N 
| 
\ 
| 
N 
: 
\ 
| 
\ 
| 
N 
| 
\ 
: 
\ 
| 
\ 
| 
N 
| 
N 
: 
N 
| 
\ 
| 
N 
| 
\ 
| 
\ 
| 
N 
| 
N 
| 
N 
: 
\ 
| 
\ 
| 
N 
| 
N 
| 
\ 
| 
\ 
| 
N 
| 
N 
| 
\ 
| 
N 
| 
N 
| 
N 
: 
N 
| 
N 
| 
N 
| 
N 
| 
N 
| 
\ 
| 
N 
| 
\ 
: 
\ 
| 
\ 
| 
N 
| 
\ 
| 
\ 
| 
\ 
| 
N 
| 
\ 
| 
\ 
| 
N 
| 
N 
| 
N 
| 
N 
| 
\ 
| 
| 


By Jorg van der Velden ~~~ 
This month were taking a look at another Let's start off with by asking you who 
of our staff members and learn a little more youare and where you come from. 
about them. Timothy Tian Zhang Wai has ‘m actually a really shy guy. Basically, | speak 
been one of our most productive writers and li. I'm spoken to most of the time. I'd 
the chances are that you've read multiple definitely like to be more outgoing though and joining 
of his articles if youve been following the the magazine as a writer was one of my first steps 
Official SMITE Magazine for the last couple towards that goal! In terms of games that I've played, 
of months. Let's get into the questions strategy games were my favourite, specifically, Age 
and find out who this man really is! of Empires. SMITE is actually my first MOBA and if 
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time permits, It will not be my last. Random facts: I’m 
Chinese, maths and science have always been my 
favourite subjects, music is one of the most important 


things in my life. Oh, and | come from Malaysia! 


How did you find out about SMITE 
and the Official SMITE Magazine? 
It all started when | was 

visiting a friend for 

a few rounds of 

wrestling on console. 

After a while, he A 
moved on to the PC and 

whipped out this game called 
SMITE. | stuck around and watched 
him play a round of Arena. A few days 
later, SMITE was on my PC. There are 
a few things that can turn me into an 


insomniac and one of those is when I've 
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found a great, new game. It’s safe to say that | didn’t 
get any sleep that night! In the case of the magazine, 


| was scrolling through the SMITE Reddit and just 


happened to come across a post about the magazine. 


| went to the link, read the magazine and loved it! 


Time for another predictable 
question: Who is your favorite 
4g god(dess) and why? 


— At the moment, 
A 


\ 


SS it's Cupid. | main 

SS Munters (although 
I'm really quite bad 

with them) and what | 


saw In Cupid was this adorable 


_ potential. When | play Cupid, his 
kit just seems to work really 


well together and it’s really satisfying to let that 


WS 


looking boy with a crazy amount of burst 
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Heart Bomb tick away, knowing a 100% that you've 
got the kill. | can almost see the sunglasses drop 


from the top of the screen whenever that happens. 


What inspired you to write and 
create content for SMITE? 

When | was young, one of my many dream 
ambitions was to become a writer. I’m an avid reader, 
especially towards fiction. However, as | got older, 
writing and reading (fiction) had to make way for 
writing and reading (engineering). When | found out 
that the magazine needed writers, | immediately 
jumped to it. Once | got started with writing for 
the magazine, especially the fiction articles, it was 
like meeting an old friend. So, | guess that’s the 


inspiration, the desire for writing and SMITE itself. 


What are some of the struggles in writing about 
a single game and how do you deal with them? 

The toughest part is when you need to come up 
with new topics for the magazine every month. Since 
the magazine Is specially dedicated to SMITE, the 
fear of running out of topics that | can come up with 
is always lingering. Whenever that happens, | look for 
inspiration from other sources. I'd go through football 


magazines or entertainment magazines and try to 
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somehow combine parts of their ideas with SMITE. 


If that fails, a game of SMITE always helps too. 


Which one of your articles is 
the one you're proudest of? 

God concept articles. Skadi and Hades are my 
favourites. Connecting the lore with the kit for the 
characters Is something that | enjoy very much. It’s 
almost like a puzzle, trying to piece them together. 
In every god concept | create, | also try to work ina 
specific theme to their style of play. For example, 
the Hades kit involved friendly fire and it was tough 


but interesting, linking that theme with his lore. 


Does living in a completely different 
timezone from the rest of the staff pose any 
difficulties? If so, how do you deal with those? 

At first, | thought it might be a problem. After 
a while though, most of it worked out okay since a 
lot of writing is done at your own time. There were 
one or two occasions when it did become slightly 
complicated. These moments came when a joint 
article had to be produced. While the other staff 
member was awake and fired up to go, | would have 
been fast asleep. Compromising on the time was 
the way to go for these cases. My writing companion 


would be having breakfast and I'd be having dinner. 


What part of writing for the Official 
SMITE Magazine do you enjoy the most? 

Working with the artists! | love doing god 
concept articles. Coming up new kits for them really 
satisfies the creative urges. This however, Is only 
half the story. The other half involves working with 
the artist to come up with the design and art of the 
god. | really enjoy seeing the art they come up with. 


They're just really extremely talented people! 


By Jorg van der Velden 
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2 YEARS OF ESPORTS 


eSports has been a major part of SMITE ever since early beta. What started with weekly 
gem tournaments has grown into a full blown league with million dollar tournaments 
ending each season. While the regular issues haven't highlighted eSports as much 
[something we're trying to fix!), the yearly SMITE World Cup special editions of the magazine 


make up quite a bit of the slack left behind. Here’s the best of these editions: 


Light! Action! Noise! - Nyxxie 
This can only be described as a striking piece. It focuses not on the games of 
the SWC, but on the event itself and looking through the eyes of the pro players. | 


couldn't help but get swept away in the mental image this article presents. 


Brackets: Those Weird Lines Under Team Names - Jorg van der Velden 
lam not a regular sports fan, and as a result brackets always confused the hell out of 
me. Writing this piece helped me make sense of it all and | did my best in conveying that 


understanding to others. It’s still relevant these days and as a result deserves to be seen again. 


The Rise of eSports - 7imothy Tian 

eSports exploded over the last couple of years, and almost 
everyone has heard from it by now. But its history is a little more 
obscure, and this article perfectly explains the origins and 


growth of the now billion dollar branch of electronic sports. 


LIGHTS! ACTION! NOISE! 


By Nyxxie ~~~ 


bead of sweat rolls down his face from 
A... combined pressure of the match at 
hand and the heat of the bright lights adorning 
the stage. He can feel, deep within him, the 
rising tension as he prepares to strike. The 


collective breaths of hundreds of spectators are 


caught in their throats as he pounces, perfectly 
executing the combo he had planned and turning 
the tables on a lost teamfight. The crowd goes 
wild; a cacophony of cheers, whistles, applause 
and the voices of the casters rising to a peak 
pierces even his sound-muffling headset as 


his heart beats feverishly with excitement. 


4&4 WELCOME TO THE 
ARENA WHERE 
CHAMPIONS ARE 
CROWNED. WELCOME 
TO THE LOCAL 
AREA NETWORK 
TOURNAMENT. 77 


Welcome to the arena where 
champions are crowned. Welcome to the 
Local Area Network tournament. 

Players are, without a doubt, most familiar 
with online tournaments: playing from the 
comfort of their own home or team house 
for the grand prize. Online tournaments are 
advantageous in that way; the competitors are 
comfortable in their surroundings and with 
their own equipment. Competing in an online 
tournament is also cheaper In money, time, 
and energy invested. Players need not fear the 


jet lag or accommodation nightmares - their 
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biggest worry would be a cat jumping on their | 
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keyboard. Online tournaments are easily accessible 
and come around frequently, giving the teams ample 
opportunities to hone their skills and face off against 
one another. There are a lot of unique advantages and 
experiences that online tournaments simply cannot 
deliver, however - experiences that push Local Area 
Network (LAN) tournaments above and beyond. 

LAN tournaments offer something refreshing: a 
uniquely tangible experience for teams and spectators 
alike. It pulls the game away from the screen and into 


the real world, turning the digital into the physical. 


Realzx - SK Gaming 

“The LAN environment is so much more 
intense because you actually hear the crowd 
which is normally the main point. To be able 
to play sitting next to you team mates and 


play a tournament is also really great. The 


whole effect of playing at a LAN event is not 


something every team can cope with but its 


something we thrive from.” 
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What is it about LANs, though, that makes the 
experience so vivid and visceral? How does it achieve 
this unique experience for players and spectators? 

First, and perhaps foremost, is the fact that the 
game Is played on stage. The players are there in 
all their glory, just a short distance from the crowd 
of hundreds, if not thousands, cheering them on. 

In place of the familiar walls surrounding their 
monitors there is a Sea of hundreds of indistinct faces 
and bright stage lights on every corner. The heat of 
the lamps and the roar of the crowd reinforce the 
notion that they are there to fight and to entertain 

like modern gladiators in a high-tech arena. 

There is a unique atmosphere at LAN events, 
something the players can feel when they're not 
competing or prepping for games. The hustle 
and bustle of people moving around, the hype 
and excitement for the matches and the voices 
of the shoutcasters ringing through the hall all 
create a singular sensation of significance. Fans, 
players and personalities mingle and interact 


constantly, all united in their love for the game. 
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At LAN tournaments, the players get to 
hang out and compete side-by-side with their BaRRaCCuDDa - COG Prime 
teammates. They can be together as people and “I would say my favorite part of LANs is 
friends instead of just players in a team, bonding hanging outwith my teammates and meeting 
in ways not possible in an online environment. It the fans. | love talking to fans of COG and 
is this unification that may be the most significant supporters of my stream. Whenever | make 
aspect of LANs. Nothing quite compares to a play and our fans go crazy yelling, | get 
sharing the frustration, desperation, momentum such a rush and a drive to win. The fans are 
and celebration with your friends so close. everything to me.” 

Many things set a LAN apart from an online 
tournament, like the almost non-existent 
ping and the fact that teams always bring 
their A-games to such high profile events. But 
it’s the people, the interaction with the fans 
and the fierce competition that make them 
a unique, almost magical experience. The 
environment truly changes the game, turning 
an already spectacular event into a legendary 


one, creating memories that will last forever. 


By Nyxxie 


~ | 
a 


Go ER eR IO ES. 


es ——_ 
- - - ee 


The Official SMITE Magazine Issue #24 The GameOn Magazine 


| 
“samc 


UU 


~~ FE S 0 S SSS SSS 


i : ~~ wo ror 


BRACKETS: THOSE WEIRD 
LINES UNDER TEAM NAMES 


By Timothy Tian — 
Everyone who has ever seen an eSports B rackets are an essential part of structuring 
tournament has seen that image with the and organizing a tournament. It determines 


lines and the names and somehow everybody — who plays who and when, and what the victory 
knows how to make sense of this. Yet there conditions are. There is a huge variety of bracket 
you are, looking at this image and you have _ types, and each type serves its own purpose and has 
no idea what to expect. This image, my friend, _ its own constraints. In this article | will only explain 
depicts the tournament's brackets, and outlines — the most common types of brackets and a brief 
the structure for the entire event. To keep it overview of their advantages and disadvantages. 
simple for those wanting to start following 
tournaments, there are many different kinds IMPORTANT TERMS 
of brackets, each with different purposes, 


pros and cons. Keep on reading if you want Before we get into the actual structure 
to find out more about about these and the of brackets and how to read them, there are 
wonderful world of tournament brackets! a couple of terms you need to know and be 
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somewhat familiar with. These terms will greatly 
improve your understanding of brackets and 
tournament structures as a whole, making 

it a lot easier to find the logic behind it. 

The first term you need to know is ‘seed’ or 
‘seeding’. Seeding is essentially a tournament term 
for a team’s ranking relative to the other participants 
and is used to organize the teams for the most 
interesting results in a tournament. A tournament 
falls flat if the two best teams face off in the first 


match, resolving the entire tournament at the very 


beginning. To prevent this from happening organizers 


pair teams that have opposing seeds. So the top 
seed plays against the bottom seed, the runner 
up plays against the second to lowest seed etc. 

A team’s Seed is set just before the tournament 
starts. It can be determined through a season, a 
league or a mini-tournament just before the actual 
event itself, depending on the type of tournament 
and the surrounding circumstances. For the 
SMITE World Championship a team’s seed has 
been determined through a long season of weekly 
tournaments, culminating in the Regionals to 
determine the top two teams of that region. 

Another important term to know is ‘elimination 
tournament’. While self explanatory at first glance, 
it is important to understand how this affects a 
tournament's brackets. As you might have guessed, 
an elimination tournament is based on the process 
of eliminating teams until one is left standing as the 
victor. Depending on the bracket type, elimination 
can take place after one, two or even more losses. 
Once a team has lost a requisite amount of times, 
it is completely eliminated from the tournament. 

Not all tournaments are elimination 
tournaments. There are also tournament types (see 
Round Robin below) that work off of accumulated 


points or wins instead of a process of elimination. 
The Official SMITE Magazine Issue #24 
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These point based tournaments are sometimes used 
to determine seeding for an elimination tournament, 
as they give each team a fair’ chance to prove 
themselves without immediately being eliminated. 
A common term throughout sports, best of 
X (BoX, with ‘X’ being an odd number) is used to 
describe how many games are played, and the 
highest number of games won determines the 
winner of the match. The most common ones In 
eSports are Bol, Bo3 and Bod, each requiring a 
minimum of one, two or three wins respectively to 
win the match. Usually, when a team reaches the 
requisite amount of wins before the total number 
of games are played, the remaining matches are 
scrapped, as they no longer affect the result of the 
match and would unnecessarily drain the players. 
A ‘bye’ is a term that’s used in tournaments 
with an odd number of teams participating. 
This means that one of the teams skips the first 
round and immediately advances to the second 
round. This is usually the highest seeded team, 
as they have proven themselves most capable 
prior to the event, and thus deserving of this 
advantage. In a tournament that uses random 


placement of teams, one team is just lucky. 
89 The Official SMITE Magazine Issue #24 
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The final term that could pop up in reading and 


describing brackets is ‘group play’. This essentially 
means that the teams are divided into groups, 

and the winners of these groups move on to the 
quarter-finals (round of eight), semi-finals (round of 
four] or finals, depending on the amount of teams 
and the tournament structure afterwards. This 
streamlines the brackets, but limits the amount 

of possible matchups, which in turn could make 


the tournament less entertaining to watch. 


BRACKET TYPES 


Okay! On to the bracket types themselves. 
There's a clear preference for brackets in eSports 
in general, and the most popular ones are single 
and double-elimination, sometimes with a Round 
Robin preliminary round to determine seeding. 
These different types can be mixed and matched at 
various stages during the tournament for the most 
entertaining and enjoyable experience for the viewers. 

The first one is the single-elimination bracket. 
These are the simplest brackets available, and as 
such the easiest to read. The teams are matched up 


according to their seeding or at random, depending 
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on whether there was a Round Robin or season 

preceding the tournament. In each match two 

teams duke it out, and the loser is eliminated from 

the tournament. To lessen the effect of chance, 

the games are often played in a Bo3 or higher 

format. This extends the matches, but reduces 

the effect of a bad game or unlucky draft and 

allows teams to recuperate and come back. 
Single-elimination is a clean structure and allows 

for longer matches, and possibly more interesting 

fights, due to the low number of games played. Due 

to the increased number of games played in a match, 

teams aren't punished as hard for a bad game, but 

a bad match sees them immediately removed. This 

unrelenting nature punishes the teams more, as a bad 

matchup destroys their chances at the grand prize. 

The variety in matchups is also very limited, as the 

teams are eliminated quicker than in other structures. 
A slightly more complex variance on the single- 

elimination bracket is the double-elimination 

bracket. This bracket type divides into a winners (or 

top) and a losers (or bottom) bracket after the first 

round, requiring two losses to be eliminated from 


the tournament: one loss in the winners bracket, 
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and one In the losers bracket. Each round in the 
winners bracket has the losing team drop to the 
next round in the losers bracket. A loss in the losers 
bracket means elimination from the tournament. 

This double-elimination structure removes 
the immediate threat of being eliminated from the 
tournament in a single bad matchup, freeing the 
players from the associated pressure. It also allows 
for an underdog matched against the top team in 
the first round to fight back up through the ranks to 
face them again, re-enacting the epic tale of David 
and Goliath. It does require a lot more matches to be 
played, almost doubling the number, and as a result 
they need to be a lot shorter to fit in the allotted 
time. The earlier rounds could even be reduced 
to Bol matches, making chance a lot more of a 
factor. This is generally considered worth the price 
though, as the variety of matchups Is significantly 
greater than with single-elimination brackets. 

The last common tournament type is a Round 
Robin. This means that a team plays against all other 
teams once, and the winner is the team with the 
most games won. This is seen as one of the fairest 


formats available, as each team theoretically has a 


The GameOn Magazine 


| 


si ise ieee ionisation ita aie en eat wai 


\ 


© 


SA ANNN|HHING F S 0 S SSS SSS 


N 


| 
. 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
' 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
' 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
' 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


chance to redeem themselves from a loss. It is also 


one of the most time consuming formats out there. 
The reality often is that teams that lose their first 
couple of games stop trying, heavily influencing later 
games against teams that still have something to 
gain from a win and forcing the team that’s already 
lost to keep playing matches for the sake of those 
that still have a chance. Needless to say, this can 
be avery demoralizing time for those teams. 

As such, Round Robin is most commonly 
used to determine seeding prior to the main 
tournament, and only in tournaments that 
have a relatively low number of participants. It 
allows for the greatest variety of matchups, as 


every team fights every other team once. 


SMITE WORLD CHAMPIONSHIP BRACKETS 


Now that you have a basic understanding of 
brackets, how they work and how to read them, 


let’s take a look at the brackets for the SWC! 
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The brackets for the biggest tournament in SMITE 
history, with the third highest prize pool in eSports 
history, is a combination of a double-elimination and 
single-elimination bracket with an added consolation 
bracket for third and fourth place. The event starts 
with a double-elimination format of Bol matches in 
the placement stage, moving on to Bo3 matches in the 
knockout stage. Halfway through the knockout stage, 
during the semifinals, the brackets change to single- 
elimination consisting of Bo3 matches. The losers 
of the semifinals drop to the consolation bracket, 
which is essentially a tacked on single-elimination 
to determine third and fourth places. The winners of 
the semifinals progress to the finals where we will 
find out who the best team is In SMITE this year! 

And there you go. You are now an initiate in the 
wonderful world of brackets. Go forth and prosper, my 
young eSports enthusiast, and spread that passion for 


professional gaming with your new found knowledge! 


By Timothy Tian 
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he world Is being taken over by electronics 

Ti almost every aspect imaginable. With 
the addition of the letter ‘e’ in front of various 
fields, it demonstrates the fact that these fields 
have been integrated with electronics. Sports is 
no different. Hence, the term ‘eSports’ was born, 
a term that many of us are now very familiar with. 

The fascination with electronic sports can be 
traced back to the 1980s. During this time, arcade 
gaming was a hit. It also represented the seed 
that would later bloom into what we know now 
as eSports. Winning the sport was done through 
achieving the highest score among the previously 
saved high scores on the arcade machine. Soon, 
this led to the first ever tournament involving 
an electronic game. Atari was responsible for 
this through their launch of the Space Invaders 
Tournament. The event attracted approximately 
10,000 participants and initiated video gaming 


as a Sporting event. Video game programmer, 
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Rebecca Heineman, emerged as the winner and 
became the first ever champion of a national video 
game competition. As an arcade game, the main 
attraction to viewers would be in finding out if a 
certain high score could be beaten by the contestant. 
It’s no wonder hype can be generated from watching 
a player accumulating points as he or she gets 
closer and closer to achieving a new high score. 

The 1990s saw the soaring of technological 
advancement. With it, the PC became more 
prominent. Gaming itself followed in pursuit and 


rode along with the technological surge. Graphics 


The Official SMITE Magazine Issue #24 


SSS SSS 


got better, sound effects were improved and the 

plot of games themselves became Increasingly 
complex. The amalgamation of these ideas resulted 
in the increase in popularity of video games. More 
and more people became attached with this form of 
Sports and it’s no surprise that eSports tournaments 
continued to make their appearance. In 1997, the 
Red Annihilation Tournament was held in Atlanta, 
Georgia (what a coincidence) in conjunction with the 
first-person shooter, Quake. Players were immersed 
in a maze-like world with its dark settings, armed 
with a wide variety of weapons. This event was one 
the first few video game competitions that was 
carried out on the national level. Similar to any 
other sport, a prize was presented to the winner 

of the tournament. The winner, Dennis Fong’, 

was presented with a Ferrari belonging to the 

lead programmer of Quake, John Carmack, as the 
grand prize. This game would be more focused on 
survivability. Viewers would be caught up in watching 
a player progress through the game without losing 
lives [and eventually leading to death) through 
careful movements around obstacles as well as 


proper aiming to shoot enemies. Arun through of the 
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game with minimal health loss paired with precise 
shooting will definitely pull a viewer in, making 
one curious if a perfect run could be possible. 

Almost a month later, a gaming league was 
formed through the Cyberathlete Professional 
League (CPL). This league was considered the 
pioneer of video game tournaments and became 
the basis for future tournaments and leagues. 
Throughout its inception, the CPL has distributed 
more than US$ 3,000,000 worth of cash prizes, 
showing the acceptance of eSports as a real sporting 
event, even in its early days. However, in 2008, the 
CPL ceased operations, explaining that the field of 
gaming leagues were becoming too crowded. Even 
though the CPL ended, their reasoning once again 
displayed that competitive gaming was becoming 
a lot more well-known as the years progress. 

In the late 90s, eSports was blessed with a new 
genre of games: real-time strategy (RTS). What 
exactly is a real-time strategy game? Simply put, it 
covers strategy type games that are not carried out 
in turns, hence the term ‘real-time’. They usually 
involve creating units, building bases, gathering 
resources to expend and micromanaging all these 
tasks to reach the end game: to destroy the enemy 
base. Strategy games are always interesting to 
watch. Almost every sport involves some form of 
strategy. From football plays to pool shots, strategy 
is always present In some way or another. Watching 
the outcome of the game through a person's use 
of strategy can be very enticing since the result 
would always be different based on the particular 
strategy being used. This genre then became 
one of the staples of eSports through Blizzard 
Enterntainment’s Starcraft: Brood War. Gaining 
popularity in South Korea, Starcraft left in its wake 


an active professional competition circuit. Many 


tournaments were held during this time along with 
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lucrative cash prizes. With the introduction of this new 


genre, It’s easy to understand how quickly eSports 
expanded since it is now presented to an even larger 
audience of video game fans around the world. 

The 21st century arrived. Electronic games 
kept growing bigger and bigger and nothing could 
stop the video game train rolling. Not only did PC 
games grow in leaps and bounds, console games 
also started making a name for themselves with 
the introduction of the Playstation 2 (still the best- 
selling console to date) and the Xbox. The 2004, 
critically-acclaimed release of Halo 2 turned it 
into one of the main eSports titles especially on 
console. Again, Halo 2 was a first-person shooter 
that involved dexterity in aiming shots to kill instead 
of be killed. ESports events for Halo 2 then became 
the spark that lit console eSports to fame. 

Fighting games were also introduced to 
the console. These games usually involved two 
players picking their character and fighting them 


out ona 2D based setting although in recent 
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times, certain fighting games have now evolved 
to 3D settings as well. Titles such as Smash 
Bros. and Marvel vs Capcom found their home 
in eSports through the console. Even shooters 
like Call of Duty started making their eSports 
appearances through the console and at the 
same time, garnering huge prize pools. 

In 2002, Major League Gaming (MLG) was 
introduced and is now the biggest eSports league 
covering a wide genre of games. In the past, 
games such as Halo, Tekken and Call of Duty 
have been featured. Competitions organized have 
been broadcasted online and even on television. 
According to their official website, the mission 
of MLG is to promote eSports on a global scale 
through competitions and to deliver gaming 
content on their streaming platform - MLG. 
tv. Through MLG, PC and console tournaments 
continue to grow from strength to strength. 

The improvements to eSports at the turn of 


the century does not stop there. In the second half 
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of the noughties, the Multiplayer Online Battle 
Arena or better known as the MOBA arrived. The 
MOBA made its way into the eSports scene in 
explosive fashion with their popularity increasing 
exponentially over the years. This can be credited 
to titles such as DOTA 2 and League of Legends 
and more recently, our beloved third person view 
MOBA, SMITE! The MOBA has definitely brought 
eSports to the next level in terms of coverage as 
well as prize pools. Taking into account the latest 
tournaments, the top 12 spots for the largest prize 
pools in eSports all belong to MOBAs, consisting 
of DOTA 2, League of Legends as well as SMITE. 
In terms of coverage, DOTA 2's ‘The International’ 
has already received a slot on ESPNS. Even this 


source of all sports have recognized eSports as a 


legitimate form of sports, deserving to be televised. 


However, not everyone shares the same 
sentiment for eSports. Not too long ago, 
ESPN president, John Skipper, gave his 


view on eSports through this comment: 
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“It's not a sport - it’s a competition. Chess 
is acompetition. Checkers Is a competition. 
Mostly, I’m interested in doing real sports.” 

A lot of the uncertainty surrounding eSports 
boils down to how one interprets the definition of 
a sport. What exactly makes a sport? If constant 
hours of practice to perfect a certain skill 
required to win a contest defines a sport, then 
eSports certainly fits the bill. If large amounts of 
physical body exertion like running is required for 
something to be considered a sport, then eSports 
might not really count as a sport anymore. 

With this unstoppable force that is eSports, what 
does the future hold for it? Would more people start 
to accept video games as a form of sport or would 
it always remain in the shadow of more traditional 
sports such as basketball or football? Either way 
though, the future definitely looks bright for eSports. 
In this current day and age of technology, eSports 


are showing no signs of letting up anytime soon. 
By Timothy Tian 
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Not everything can be placed neatly into a category, so one needs to create another category 
for everything that falls outside of those. While these articles all relate to SMITE in one way or 
another, they do not cover the game, the gods, the people or its eSports scene. But they’re still 


some of the most popular series we have and can't leave them out just because reasons. 


Greek Art - Jonathan Costas 
One of the biggest outliers we've ever featured, it’s also one of the more fascinating ones. Greek 
Art part one of a two piece series that provides a (brief) history on Greek art over the ages. When 


you look closely at the game, you will see subtle influences of Greek art appear all throughout. 


Diary of ...a Support Player - Joshua Newberry 
This is the start of a very popular short fiction series highlighting the game in sometimes 
very surprising ways. While my favorite Diary Of ... ‘s focus more on the unsung heroes of 


the game, this one made the top place because it’s the beginning of a great thing. 


History of the Norse - Helena Wachhau 


One of the most appealing aspects about SMITE is the fact 
that it’s so recognizable. It doesn’t rely on some internal lore 
that you need to learn, it’s based on real life pantheons and 
gods. History of delves into these gods and pantheons 
and explains their origins in real life. Why History of the 


Norse over other History of’s? | just like the Norse... 


GREEK ART 


By Jonanthan Costas ~~~ 


SMITE, the game we all play and love. Whether it be obsessively or casually, we all come together and clash 


it out with past and present gods from all walks of life. Gods that could easily have been forgotten by time, yet due 


to the sheer amount of art produced by the people who worship or worshipped them, they have lived on. 


rom exquisite paintings that tell a story from 
F: key moment of a god's rise to greatness or 
a sculpture that captures the essence and beauty of 
them, there is no doubt that our ancestors wanted 
to show their dedication, passion, and love for their 


gods throughout time. Sadly, in the 21st century, 


much has been forgotten by the masses and all could 


have been forgotten if it wasn't for media such as 
films and video games. Why do | bring up art and not 
Super rad awesome gnarly tips on how to dominate 
in Conquest in five minutes or less? Simple, | want to 
teach the readers to learn and appreciate classical 
art. We don't have to be a snob or a rich dandy to 
appreciate art when all it takes Is a bit of knowledge. 
Imagine how impressed your partner, boss, or 
anyone else when they hear you talk about art? As 
long as you don’t act like a snob, everything will be 
ok. This is the magazine’s first attempt on teaching 
art, so please bear with me on the two part series. 
Our first lesson will be on ancient Greek 
sculptures. Just with that, | know that the first 
thing that came to your mind was nudity, marble, or 
the famed David, created by Michelangelo [Italian 
Renaissance artist and not a pizza eating turtle 
in a half-shell). Yes, a lot of ancient and modern 
sculptures are nude but for a reason that we will 
get to later during the Second Period or better 
known as the ‘Archaic Period”. Greek sculptures 
are classified into four periods : Geometric, Archaic, 
Classical, and Hellenistic. This first article will 


consist of Geometric and Archaic Periods while 
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part two will be Classical and Hellenistic periods. 


The Geometric period is the earliest known form 
of sculptures by the Greeks (900 B.C. - 700 B.C.). 
This period Is divided into three subgroups, but let's 
stick to the basics for now. As the period is named, 
the sculptures of this period are... you guessed 
it; geometric. The Geometric period is mostly 
comprised of pottery such as vases thus making it 
easily distinguished from the other periods. As I'm 
sure you can tell, the Greeks didn’t have the mastery 
to craft the human body anatomically correct, but 
their pottery is beautiful. Very simple and geometric 
depictions of humans and animals are painted onto 
the pottery to tell stories of war or the working class. 

The Archaic Period (800 B.C. - 480 B.C), here 
is when the Greeks started getting better at their 
sculptures and improved the paintings on pottery by 
learning and applying a wide array of techniques from 
different civilizations. At the beginning of the time, 
the sculptures of the Archaic Period now resembles 
a semi-normal human, mostly anatomically correct, 
and are very similar to Egyptian sculptures of this 
era. What is fascinating about Archaic Period is how 


, by the end of the period , the sculptures look more 
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fleshed out, detailed, and how the artists improved 
and strived to make the perfect human body. You 
can distinguish this period from the other two later 
periods by the hair. You may notice how early Archaic 
hair doesn’t have the natural flow that other later 
sculptures have , and how the hair resembles small 
round beads instead of a more natural hair style 
from the Classical and Hellenistic Period. The other 
distinguishing factor is that Archaic Period statues 
look stiff and unnatural; they lack the natural grace 
that Classical and Hellenistic sculptures have. 

The two important groups from the Archaic period 
are “Kouros” and “Kore” statues. Early male statues 
from the Archaic period are referred to as “Kouros” 
meaning young male. Kouros statues are almost 
always nude and were used to indicate the grave of 
an honored soldier that died in battle or dedicated 
to a god of some kind. The Greeks believed that the 
human body was the most important art subject and 
that there was no difference between the sacred and 
the secular in art. The human body was both secular, 
sacred, and resembled the ideal body of Apollo or 
Hercules. The “Kore” statues mean “standing female 


or maiden” (depends where you look for information). 
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Sculptures and pottery were not made for artistic 
display, but instead were commissioned by the 
wealthy or the state and used for public memorials, 
as offering to temples, oracles and sanctuaries, or 
like mentioned before, for grave markers. As for 
Kore statues, they were commissioned to serve the 
deities in place of the patrons or rarely as a grave 
marker. While Kouros may have been used to portray 
gods, Kore statutes never represented deities. Kore 
statues are always depicted with clothing in this 
period , unless the intention was pornographic. 
“Why only male statues are nude in this period?” you 
ask. Simple, during the Archaic period the Greeks 
had a concept referred to as “Heroic Nudity”. Like 
any concept, it evolves and by the Classical and 
Hellenistic Period, Heroic Nudity was applied to 
female sculptures. Heroic nudity is the depiction 
of nudity in classical sculptures that indicates a 
mortal human is a hero or a semi divine being. 

I've talked about how the Greeks thought 
that the human body was the most important art 
subject. That’s a reason why males and females 


are represented in their most natural way, to show 
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the ideal beauty and body. “How did they divide the 
normal art from the erotic art?” You're not probably 
asking that but it’s a good question. As we now know, 
the ideal male body in ancient Greek sculptures 
resembles that of a strong athletic man , ideally to 
Hercules or Apollo. No way to lightly tread into this 
subject but let’s just say that the statues are lacking 
“equipment”. This is how the ancient Greeks, and 
us (still today] , divide the normal from the erotic 
sculptures. The artists would make male genitalia 
small so that it wasn't the purpose or objective of 
the sculpture. Greeks honored the athletic body and 
like I've said before, to show the ideal human form. 
For the next issue, part II will be about the 
Classical and Hellenistic Periods. The two Periods 
that are commonly known and loved. This is where 
the Greeks truly master the art of sculpting and reach 
their goals to make ideal depictions of the male and 
female form. Not just that but they will appropriately 


introduce sculptures of ancient Greek gods. = 


By Jonanthan Costas 


The GameOn Magazine 


| 
| 


ss ile ioe aii einai ti snail aie bia aii ieee ai 


\ 


o 


WAIN | C | | 0 N SSS GSI EH A 2 Tg TT yg 0 gE BBD DD 


DIARY OF... A 


| 
Sine) 
| 
N 
q 
N 
| 
| 
| 
| 
q 
N 
N 
N 
q 
| 
| 
| 
N 
q 
N 
q 
N 
q 
N 
q 
N 
q 
N 
q 
N 
q 
N 
| 
| 
N 
N 
q 
N 
q 
N 
q 
N 
| 
q 
| 
N 
N 
| 
| 
i 
N 
( 
N 
( 
N 
i 
N 
| 
q 
N 
i 
N 
q 
N 
q 
N 
q 
N 
Ny 
N 
q 
N 
| 
| 
| 
| 
| 
q 
| 
N 
Ny 
| 
| 
| 
| 
q 
N 
| 
| 
i 
N 
N 
| 
q 
N 
q 
N 
q 
| 
q 
N 
| 
| 
| 
N 
N 
| 
i 


SUPPORT PLAYER 


By Joshua Newberry ~~~ 


With Season 2 of SMITE in full swing, we would like to introduce a new feature to the magazine. Welcome to Diary 


Of..., an ongoing series dedicated to giving you a look at SMITE from the minds of its players. For the first installment 


we present a look at a Normal game on the brand-new Conquest map from the eyes of a Support player. 


Order 
ADC: Cupid 
Support: Geb 
Mid: Poseidon 
Solo: Chaac 
Jungle: Thor 


Dear Diary, 


(-01:20) VWVGH. Opening the shop, it’s time to decide on 
a beginning build. Hand of the Gods is easy to decide 
on. Watcher's Gift or Mark of the Vanguard? | know | 
need a Ward, so I'll grab that. | think | want the gold 
spooling from Watcher's Gift, especially now that its 


passive triggers on Jungle Camps. Okay. Let's go! 
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Chaos 
ADC: Artemis 
Support: Athena 
Mid: Poseidon 
Solo: Hercules 


Jungle: Bastet 


(-00:45) Place Ward on enemy side and 
immediately back. Why are they pinging me in 
the base? Buy 4 Health and 3 Mana Potions. 
To the Damage Buff Camp. VVVE, guys! 


(00:00--Minions have Spawned) Jump party 
around jungle camp! Oh, Poseidon told me 


not to HoG the camp. Okay, | won't! 
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(00:10) Damage Buff Camp cleared, on to Attack 
Speed Camp with Cupid! Used my Hand of 

the Gods and Shock Wave to clear the small 
camp minions. Finish camp [level up, yay!) 

and head towards lane. Artemis and Athena 


just finished, too, and are on their way. 


(00:40) Laning phase! Athena and | are watching 
as Cupid and Artemis clear. Shock Wave is used 
every now and then to help mop up--have to help 
a baby out, after all--and | only get a couple last 


hits! Levels three and four come without incident. 


(04:10) I’ve tried to go help mid a couple times 

so far, but Athena has stayed in lane and pushed 
forward. Have to help Cupid. Well-timed shields 
have prevented any deaths in our lane, but Cupid 
has to go back to base. I’m close to level five; Cupid 
hit five last wave. Artemis used her ultimate when 


she got it, and we barely avoided giving a kill. 
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(04:55) Cupid came back to lane, | used 
the last of my potions to give us a fighting 
chance. We attacked. | used Roll Out to 
knock Athena away, then immediately 
used Cataclysm on the very surprised 
Artemis. Cupid cast Fields of Love and 
then hit her with a Heart Bomb. Cupid 
_ secured the kill with a couple more 
auto-attacks, and | used Shockwave 


to keep Athena out of the fight. 


(07:15) After purchasing some much- 
needed items, I’m rotating between 

» middle lane and long lane, trying 

_ to take some pressure off of our 

A Poseidon while keeping Cupid alive. 
The Poseidon mirror match has gone 
as well as you could expect: Krakens have been 
released, Whirlpools have eradicated waves, and 
Tidal Surges have cleaned up anything that might 
have washed ashore. Thor and Bastet have both 
been seen in mid several times. Securing mid camps 


has helped me stay a half level ahead of Athena. 


Lecce cccccccccccccccccccccccccccccceccccdecccccceccccccccccnnnnnncccccnccccccccz45”c5£03034044ccccccccncnciccccccccccccccccceccccdcccccccccncccnncccncccnccccccccccccccccccccccccccccccccccccecccncnccciccacccezccccccccccccncccnccccccccecccc5ccccccacccccccccclccccdcc a, 
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(08:47) The enemy team was doing Gold Fury! 


They took out my Ward and | could hear them 
doing it through the wall. Well, | blinked in and 
used Cataclysm, stunning three of their team. 
Then | used my Wrath of the Gods and got the 
kill on the Gold Fury. My team was so excited! 


(09:23) Cupid was killed while pushing the 
tier one tower. He blamed me, because 
our ward coverage had expired. | replaced 


the wards and settled back into lane. 


(11:37) We killed Poseidon! You know, their 
Poseidon. They tried to push our middle tower 
down, but Thor and | closed in from each 


side and caught Poseidon out of position. 


(11:45) Cupid died again. He said | needed 


to get back to lane and support him. 


(16:12) Sorry for the gap in the entries, but we 
took the long lane tier one tower! It got us a pair of 


kills, too, as we wiped out the enemy Athena and 
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Artemis. We then were able to clinch a Gold Fury 


without contest. Still no word from the Solo lane... 


(17:25) We just fought at Fire Giant. Our first true 
team fight! We were able to get an early kill on their 
Bastet, but it cost us Poseidon (and his Kraken]. 
Thanks to a well-timed Storm Call from our Chaac 
we killed their Poseidon and Hercules, although 

his last-second Excavate put Cupid in dangerous 
territory. Cupid was quickly able to pick off Artemis 
with his auto-attacks, which healed him back up 
out of the yellow. Athena retreated, and we were 


able to take Fire Giant without further trouble. 


(21:06) All enemy towers destroyed. We 


march now on to Olympus. VEW! 


(24:15) We have slain the long lane’s Phoenix. 


(24:30) Olympus has fallen. In the end, they 
could not hold out against our late-game push, 


fueled by that Fire Giant. VVGG all around! m= 
By Joshua Newberry 
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THE HISTORY OF THE 
NORSE PEOPLE 


he Norse, also referred to as Vikings, 

T*. known for their mythologies, but are 
more famous for one thing, viscously attacking 
and raiding the European coastline. And that 
doesn't fairly represent who the Norse were. A 
lot of the misconceptions stem from the fact that, 
eventually, most of the raiders settled down and 
converted. Which means that a lot of their records 
were tampered to portray one picture of the Norse 
people. It makes sense; after three hundred years 
of random, bloody attacks, you'd want to slander 
them too. There are a few documents that seem 
trustworthy, but most of our current knowledge 
comes from archeological findings which are 
beginning to rewrite everything that we thought 
we knew. Another factor is that the runic language 


that the Norse used Is one that is rather difficult to 
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By Helena Wachhaus ~~~ 


learn and there haven't been many scholars who 
have invested the time needed to master it, so many 
of the Norse documents that remain intact have 
only recently been translated and understood. 

One thing that has survived are the myths that 
the Norse told, which might actually be more than 
just stories. A lot of ancient societies kept their 
history alive through oral traditions, which, over 
time, generally developed into the fanciful tales that 
we know and love. For example, there's the story of 
the Aesir and the Vanir, rival gods from two worlds, 
Asgard and Vanaheim. The Aesir were war gods. On 
the other side, the Vanir were gods of nature and 
fertility - you can see why they didn’t get along. 

The two factions dueled it out for a while, until 
they decided that enough was enough and stopped 
fighting each other. The two sets of gods decided to 
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end the whole thing in the 
most passive aggressive 
way possible, by trying 

to show each other 

up ina game of who 
gives the best gifts? 

First, the Vanir sent 

over Njord, who was 

the wealthiest of their 
gods, and his two children, 
Freyr, who became the Norse 
god of fertility, and Freya, who lead 
the Valkyries and became the goddess of 
beauty. In response, the Aesir sent over 
Hoenir, a god that they said would help 
lead the Vanir, along with the wisest of the 
Aesir, Mimir. Not ones to be one-upped, the 
Vanir were impressed and didn't want to 


seem rude, so they sent their wisest god to 


Asgard and thus the war by presents ended. 


Life went on peacefully for a while 
with all of the new gods getting situated in 
their new worlds. You'd expect the myth to 
end there, but it doesn't. Hoenir, the god 
sent by the Aesir to lead the Vanir, started 
acting really strangely when his advisor, 
Mimir, wasn’t around. As it turns out, the 
Vanir had been duped! Hoenir wasn't the 
best leader the Aesir had to offer, he was 
kind of an idiot. To express their anger, the 
Vanir returned Mimir’s head to the Aesir 
without his body; an action that, thankfully, 
didn't restart the war between the gods. 

Now, that story seems fairly out of 
place in relation to most of the other myths 
which usually involve a quest, a war, or at 
least someone's death. But it makes more 


sense if you take a step back and look at 
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the history of people in the north. The first humans 
arrived in the area known today as Scandinavia at the 
end of the last ice age. Note how | said first humans, 
because there was a second group that settled much 
later. Modern Scandinavians are probably related to 
this second group, which, incidentally, also brought 
agriculture with them. Though that theory isn't 
proven, it’s too coincidental for their arrival, and 
immediate agricultural boom, to not be linked. 

So what does this have to do with the myth of the 
Aesir and Vanir gods? Well, pretty much everything. 
One group living off the land and focusing more on 
farming than clan warfare (Vanir], and the other, a 


little harsher, more warlike, and exploratory [Aesir]. 


Now the inspiration for the myth makes more 
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sense. The second group of people probably brought 
their own gods and customs which clashed with 
those of the people who lived in Scandinavia before 
them. Of course there was war at first: humans 
have never really liked it when other people settle 
nearby. But these two groups managed to stop 
fighting and combine their knowledge; it makes 
sense that they'd eventually emerge to terrorize 

the European coasts for as long as they did. 

There are a lot of different theories about why the 
Norse decided to plunder the European coast, but the 
most widely accepted idea is that they were running 
out of food. Cultivating Scandinavian land, while not 
impossible, isn’t the easiest of endeavors; especially 


considering the length and severity of winters. Sailing 
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to plunder a village or trade furs and fat for food was 
a good way to spend long winters. Interestingly, there 
are records of Nordic traders buying silk in Persia and 
trading goods in Baghdad. The other prevailing theory 
behind the raids Is that the Norse were looking for 
land to explore and, in some cases, settle, because 
they were being pushed out of their own lands by a 
massive increase in population. For whatever reason 
- gold, food, slaves, adventure...etc. - a 
their raids were always sudden € 
and horrific for the 
unsuspecting villagers. 
The Nordic raiding 
trips went on for about three hundred 
years with the earliest recorded attack 
hitting Lindisfarne, a monastery, in England, 
around 793. The monks, who lived and 
studied in peace on the island fortress thought 
that the Vikings had come to punish them on God's 
behalf. The few monks who weren't killed and hadn't 
escaped, were taken by the invaders and put to work 
as Slaves. This attack dictated how the raiders would 
be seen for centuries; after all they are best known 
for viciously attacking defenseless monasteries. To 
give an example, one of the first things | was taught 
as a child, were the different torture methods that 
Viking raiders used. Like the blood eagle -which was 
gruesome, fatal, and should never be researched 
after eating-. It took at least a decade before | 
learned about how civilized the Norse people were. 
That brings up an excellent point, society has 


stuck to the image of the Norse as brutish savages 
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who only wanted to take lives, gold, and slaves. i 
‘ 

While a lot of people knew the truth, that the 
‘ 

\ 

Norse weren't savages, the knowledge still isn't i 
‘ 

i ca i 7 \ 
entirely hitting the mainstream. For example, did i 
‘ 

; ‘ ‘ N 
you know that the ancient Icelandic Norse basically 
| 

created and perfected a new form of government 
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back in the tenth century? The system hinged on 
the idea that there wasn't one ruler for everyone 
and that everyone had a voice that deserved to 
be heard. This culminated in a series of yearly 
meetings, which could be attended by any free-man. 
The meetings served to resolve complaints, make 
decisions, and create laws. In a way, the Nordic 
form of government was similar to the democracy 
pioneered by the Athenians in Ancient Greece. 
Unfortunately, revisionist history is something 
that persists as a practice today, both in current 
events and in what we know-or don’t know- about 
history. After all, history is written by the victors. 
In the case of the Norse, it’s becoming more and 
more clear, that they weren't ruthless savages; they 
were people, with all of the brutality and morality 
that can still be found in any society. There is so 
much that we don’t know about the Norse and so 
much that we can learn from them. Who knows, 
maybe the mainstream image of the Norse will 
change from a burly man ripping someone else's 
ribcage open- part of the blood eagle- to a group 


calmly creating the laws that they can all agree on. 


By Helena Wachhaus 
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Newest Goddess Released: 
Jing Wei : The Oathkeeper 
See You Next Issue! 


